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Introduction 



FEATURES 

■ Professional Quality PCM Sound Recordings 

The R-100's 24 separate drum and percussion sounds 
have all been recorded in a professional level 12 bit 
PCM format with a sampling rate of 32 kHz. The sound 
quality is suitable for any recording situation, even for 
Compact Disc recording. 

■ Touch response 

Touch response is fast becoming a standard feature for 
synthesizers. The R-100 now brings the same feature to 
drum machines, providing volume control over a wide 
dynamic range - from pp to ff. Each of the 24 sound 
sources has its own touch sensitivity control for full 
control over the touch response. 

■ Programming ease 

The sound sources each have their own LEVEL, SEN- 
SITIVITY, TUNE, and PAN controls. The parameter 
settings are displayed in groups of eight voices each as 
a bar graph on the LCD screen. Pressing the correspond- 
ing COMMAND SELECT key changes the value for that 
particular source and parameter. 



■ Programmable TUNE and PAN 

The R-100 also allows you to vary the TUNE and PAN 
settings for each note when recording a pattern. 



Thank you for purchasing a Kawai R-100 Digital Drum 
Machine! This Owner's Manual contains valuable infor- 
mation that will help you make full use of this instru- 
ment's many capabilities. Read it carefully and keep it 
handy for future reference. 



■ Variety of line outputs 

The R-100 provides eight individual channel outputs as 
well as stereo or mono outputs. 



■ Detailed editing functions 

Kawai's advanced editing features make the R-100 much 
more powerful than other drum machine. Such features 
include a choice of real-time or step recording, PUNCH 
IN/OUT at the bar level, and REPEAT and JUMP 
functions for song and chain editing. 

■ Memory cartridge slot 

The RC-16 cartridge (available separately) stores backup 
copies of all information currently in the R-100's inter- 
nal memory. 



■ Full MIDI implementation 

The R-100's MIDI implementation not only allows you 
to do such things as record a pattern from an external 
keyboard, but also includes such advanced features as 
Song Position Pointer and system exclusive messages for 
control of additional R-100's as well as loading and 
storage of memory to MIDI peripherals. 



Care and Maintenance 



Protect your R-100 from: 

• Direct sunlight and exposure to the elements 

• Temperature and humidity extremes 

• Unstable or "noisy" AC power 

• Dust and sand 

• Vibration during transport 

Power Supply 

• Use a supply within the stated voltage limits. 

• Make sure that all power swithces are off before 
changing equipment connections. 

• Connect the unit as shown on p. 6. 

Cleaning 

• Clean the instrument with a soft cloth, a mild deter- 
gent, and lukewarm water. 

• Never use harsh or abrasive cleansers or organic sol- 
vents. 



Helpful Hints 

■ Battery Backup 

The lithium battery protecting the memory contents 
while the power supply is off is good for more than five 
years of normal use. We recommend, however, that you 
have your nearest authorized service representative 
replace it promptly after five years have passed. 

■ Line Noise Reset 

In the unlikely event of a "lockup" due to line inter- 
ference, simply turn the R-100 off for a few seconds and 
then reapply the power. 

■ Repairs 

Always save your valuable internal data to a cassette 
tape or RC-16 memory cartridge (available separately) 
before taking your drum machine in for repairs or ser- 
vicing. Otherwise, it may be lost during testing. 
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1. Controls 



1.1 Names of Parts 



Front Panel 
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Front Panel 

1 Memory cartridge slot 

2 COMMAND SELECT keys (#1 ~ #8) 

3 GROUP SELECT key 

4 GROUP SELECT indicators 

5 MULTI SELECT key 

6 MULTI SELECT indicators 

7 INST. SELECT key 

8 INST. SELECT indicators 

9 ERASE/NOTE SELECT key 

10 NOTE SELECT indicators 

11 Instrument pads 

12 LCD display 

13 Metronome volume knob 

14 STEREO volume knob 

15 KEYPAD 

16 INCREMENT key 

17 DECREMENT key 

18 TAP/ENTER/REPEAT key 

19 TIMING ADJUST/BACK/FLAM key 

20 TEMPO key 

21 TEMPO indicator 

22 STOP/CONTINUE key 

23 START key 

24 Job indicator 



Rear Panel 

25 SYNC IN/OUT jack 

26 MIDI IN jack 

27 MIDI OUT jack 

28 MIDI THRU jack 

29 POWER switch 

30 Headphone jack 

31 Stereo output jack ( R) 

32 Stereo output jack (L/MONO) 

33 TAPE/CLOCK IN jack 

34 TAPE OUT jack 

35 CLOCK OUT jack 

36 HH (Hi-hat) foot switch jack 

37 START/STOP foot switch jack 

38 TRIG (Trigger output) jack 

39 METRONOME output jack 

40 INDIVIDUAL output jacks 



1.2 Connections 



To SYNC IN/OUT connectors 
on other instruments 



To tape recorder for 
memory save and 
SYNC to TAPE. 



To MIDI 
equipment ■* 




-* To CLOCK IN 
jack 

_ To foot switches 



f To TRIG IN 
jack 
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TAPE/CLKIN TAPE OUT CLK OUT HM START/STOP TRIG OUT METRO 



To headphones ■ 



R LIMONO) OUTPUTS S 



To amplifier, mixer, or PA system 



To amplifier, mixer, or PA system 









■ OUTPUTS 

The R-100 does not include a power amplifier or speaker. 
To hear the output, you must use a set of headphones, 
or connect the R-100 to a sound system using the 
appropriate jack or jacks. 

■ METRO. (METRONOME) 

This jack provides the metronome signal. 

■ TRIG. OUT 

This jack provides regular 5-volt, 20 ms trigger pulses. 
To assign the instrument, see Section 16.3 "TRIG. OUT 
ASSIGN." 



■ START/STOP 

This jack accepts the optional F-1 
trol of playback and recording. 



■ TAPE OUT 

This jack provides a tape synchronization signal or data 
signal. 

■ TAPE/CLKIN 

This jack accepts a tape synchronization signal, data 
signal or a clock signal from other external equipment. 

■ SYNC IN/OUT 

This DIN jack provides or accepts external synchroniza- 
tion signals at 24 pulses per quarter note. 

■ MIDI IN/OUT/THRU 

These jacks accept and transmit MIDI signals. 



foot switch for con- 



■ HH (HH CLOSE/OPEN) 

This jack accepts a foot switch for switching between 
the open and closed high hat. 



■ CLKOUT (CLOCK OUT) 

This jack provides a clock signal (24 pulses per quarter 
note) for synchronizing sequencers and other instru- 
ments with the drum machine. 



2. Overview 
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The R-100 features the following twenty-four built-in sound sources arranged in three groups of eight instrument each: 



BD 1 



sd 1 



TOM HI TOM MID TOM LO 



HH CLOSE RIDE 1 CRASH1 



BD2 



SD2 



COWBELL CLAPS SHAKER 



HH OPEN RIDE 2 CRASH2 



B03 



SD3 



AGOGO CONGA TAMBOURINE TIMBALE CLAVES CHINA 



(These groups are listed in three rows above the 
respective drum pad.) 

Note: BD = Bass Drum, SD = Snare Drum 

All eight instruments in the current group can be 
played from the eight large keys in the lowermost 
row. Pressing the INST. SELECT key cycles 
among the three groups. 

Note: The LED to the right of the INST. SELECT 
key indicates the current group. 

The R-100's twenty- four instruments are divided 
into eight groups of three instrument each. Since 
the three instruments in a group share the same 
voice channel, it is impossible to play them simul- 
taneously. (It is, however possible to play up to 
eight different voices together — each with a differ- 
ent instrument when that voice is already playing, 
the new instrument replaces the old. This also 
occurs when the same instrument is played over 
itself: the new velocity, tuning and pan replace the 
the original.) 




INST.SELECT indicator 
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Pressing the INST.SELECT key shifts 
to the next row of instruments as 
shown by the LED indicator. 



.22. Structuring Rhythm Patterns 



The R-100 allows you to combine the 24 instruments in a virtually limitless number of ways. To help you keep track, how- 
ever, it adopts a hierarchical approach using "patterns", "songs", and "chains" - three units which build upon one another: 



■ PATTERN 

The minimal unit of drum machine operation, a "pat- 
tern" consists of combinations of the 24 instruments 
arranged to form a rhythm up to 99 bars long. The 
R-100 has a capacity of 100 "patterns". 

■ SONG 

A "song" links up to 999 "patterns" together into a 
longer unit for continuous playing. The R-100 has a 
capacity of 100 "songs". 



■ CHAIN 

The largest unit of all, a "chain" links up to 999 "songs" 
together into one extended percussion accompaniment. 
The R-100 has a capacity of 10 "chains". 
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Listed in four rows above the eight COMMAND SELECT keys are the 32 commands available to control recording, playback, 
and other drum machine operations. The first three rows contain the various commands for the three organizational levels: 
Patterns, Songs, and Chains; The fourth is primarily for MIDI, and synchronization function. 



Group 1. PATTERN 

• CALL PATTERN 

• REALTIME REC. 

• STEP REC. 

• REFRAME 

• SWING 

• BAR PUNCH IN/OUT 

• EXCHANGE 

• COPY 



Group 3. CHAIN 

• CALL CHAIN 

• BUILD 

• INSERT 

• DELETE 

• LEVEL CHANGE 

• TEMPO CHANGE 

• REPEAT/JUMP 

• COPY 



Group 2. SONG 

•CALL SONG 

• BUILD 

• INSERT 

• DELETE 

• LEVEL CHANGE 
•TEMPO CHANGE 

• REPEAT/JUMP 

• COPY 



Group 4. FUNCTION 

• OVER DUB 

• MIDI CH 

• MIDI IN COMMANDS 

• MIDI OUT COMMANDS 

• MIDI DATA DUMP 
•SYNC 

• ASSIGN 

• SAVE/LOAD 



2A Selecting Commands 



When the power is first applied, the LCD screen 
reads »KAWAI R-100* DRUM MACHINE for a few 
seconds and then switches to the CALL PATTERN 
command — the first command in the first row on 
the front panel. 

Pressing the GROUP SELECT key changes the row. 
The changes are cyclic: 

PATTERN -> SONG -> CHAIN -»■ FUNCTION 
-* PATTERN 

The LEDs at the left show the current row. 

Note: You cannot change rows when you are 
recording or playing back a rhythm pattern. 

Press one of the eight COMMAND SELECT keys 
to access the desired command in that row. The 
name of that command then appears in the upper 
left-hand corner of the screen. The rest of the 
screen contains data fields for that command's 
parameters. Press the ENTER or BACK key to 
change fields. The cursor underline shows the 
current field. 

Example: 

The CALL PATTERN command asks for two 
numbers: the pattern number and the number of 
the bar to start from. When first activated, it dis- 
plays a small underline — called the "Cursor" — at 
the right end of the pattern number field. Pressing 
the ENTER key shifts the cursor to the second line, 
to the bar number field. Pressing the ENTER key a 
second time or the BACK key returns the cursor to 
the pattern number field. 
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DRUM 


R - I 
MACHINE 
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Press the GROUP SELECT key 
change the display. 


to 


CALL 
BAR 02 


PTN 0. 
4/ 


4 




CALL 

D ANC I N' 


SONG 
FOO' 


0.0 




CALL 

K AWA I R 


CHAIN _0_ 
-10 DEMO 




V E RDUB 


SONG 


* * 




CALL 
BAR 02 


PTN 0.0 . 
4/ 


4 



Pressing a COMMAND SELECT key 
(#7) also changes the display. 



EXCHANGE 
PTN * * ♦--» 


PTN * * 


Press COMMAND SELECT key (#1) 


CALL PTN 
BAR 02 


0.0 . 

4 / 4 


Press the ENTER key. 


CALL PTN 
BAR 02-01 


. 

4.- 4 




CALL PTN 
BAR 02-01 


. 

4/04 


Press the ENTER or BACK key. 


CALL PTN 
BAR 2 


ojl . 

4/0 4 
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25 Entering a Parameter 



Pattern numbers, bar numbers, and other para- 
meters can be entered using the keypad located 
toward the upper right hand corner of the front 
panel and the INCREMENT (">") or DECREMENT 
("<") keys next to it. 

Note: Always prefix a single-digit number with a 
zero. 



8 



'8' 



Certain commands - STEP REC, REFRAME, and 
SWING, for example — require an instrument name. 
Select the instrument by pressing the pad for the 
appropriate instrument. Use the instrument select 
key if necessary. 
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CALL PTN 
BAR 02 


0.P_- 

4/04 


Press the "0" and "8" 


keys. 


CALL PTN 
BAR 1 


0JL 

4/0 4 


Press the ">" key. 


CALL PTN 
BAR 2 


4/0 4 




STEP : DUB 
BAR 1 


PTN. 0.0. 
4/0 4 


Press the "SD1" pad. 


STEP : S D 1 
BAR 2 


PTN. OJL 
4/0 4 
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3. Tempo and MULTI 

Programming Functions 



3. 1 Changi ng the Tempo ( Method 1 } 



Press the TEMPO key, which is located under the 
keypad, to light the LED next to it and display the 
current tempo J = 120. 

Note: Certain commands ignore the TEMPO key. 
See the chart in Section 3.6. 

The INCREMENT (">") or DECREMENT ("<") 
keys raise and lower the tempo over the range 
40-250. 

Note: The tempo remains on the display until you 
press the TEMPO key a second time, start 
or stop the R-100, or press another COM- 
MAND SELECT key. 
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CALL PTN 
BAR 02 


0_0_ 

4/04 


Press the TEMPO key. 


. = 1 2_0_ PTN 
BAR 2 


. 

4/04 


Hold down the ">". 


. = 1 3JL PTN 
BAR 2 


. 

4/04 


Hold down the "<". 


. = 1 1 .6 PTN 
BAR 02 


0. | 
4/04 


Press the COMMAND SELECT kev 

(#2). 


RE A L : DUB 
BAR 02 


PTN. 0.0. 
4/04 


Press the TEMPO key. 


CALL PTN 
BAR 02 


0_. 

4/04 


Press the START or CONT.START 
key. 


PLAY PTN 
BAR 02-01 


0. _ 
4/04 
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The TAP/ENTER key provides a faster way to 
change the tempo on the display. Simply tap this 
key several times at the desired tempo. The R-100 
measures the intervals between taps, calculates the 
tempo in beats per minute, and displays the result. 

Notes: • This mode is also available in playback. 

• You must hit the TAP key at least twice. 

• The R-100 interprets a tap that arrives 1.5 
seconds or more after the preceding one as 
the first of a new series. 




J = 

BAR 


2JL 
2 


PTN 


0. 

4/0 4 




J = 
B A R 


8 _P_ 
2 


PTN 


0. 

4/0 4 




BAR 


9JL 

2 


PTN 


0. 

4/0 4 



3L3 MULTI Programming Functions 

Each of the 24 instruments has four parameters, 
accessed from the MULTI key. 

• LEVEL — The maximum output level. 

• SENS, (sensitivity) — The response to key veloci- 
ty, or dynamic range (This actually sets the mini- 
mum output level. The larger the value, the 
greater the range between minimum and maxi- 
mum dynamic. At zero they are the same.) 

• TUNE — The sound's pitch. 

• PAN — The balance between left and right stereo 
output. 

Note: The last two, TUNE and PAN, may also be 
edited for each note in a sequence stored 
with the REALTIME or STEP REC com- 
mands. 



LEVEL 




TUNE 












□ 
n 








□ 
n 




Min. 


Max. 


Min. 


Mid. 


Max. 


(0 


~ 15) 




(-8 





+ 7) 


SENS 




PAIN 












D 

n 






n 


□ 

n 




Min. 


Max. 


L 


Center 


R 




(0 


- 15) 




(-7 





+ 7) 
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3.4 Accessing the MULTI Programming Functions 



To access the MULTI programming functions, press 
the MULTI SELECT key. The LED next to the 
LEVEL label then lights. 

Note: Certain commands ignore the MULTI key. 
See the chart in Section 3.6. 

The multi selector key cycles through the para- 
meters. The LED shows the current parameters. 

LEVEL -+ SENS -* TUNE -* PAN -»• LEVEL 

To change the instrument group, press the INST. 
SELECT key. As confirmation, the display always 
gives the two-character abbreviations (See chart.) 
for the instruments currently selected. 
To change the value of the parameter for a particu- 
lar instrument, press the corresponding COMMAND 
SELECT key. (See next section.) 

BD1 = B1 BD2 = B2 BD3 = B3 

SD1 = S1 SD2 = S2 SD3 = S3 

TOM HI = TH/TOMH 

COWBELL = CB/COWB 

AGOGO = AG/ AGOG 

TOMMID = TM/TOMM 

CLAPS = CP/CLPS 

CONGA = CO/CONG 

TOM LO = TL/TOML 

SHAKER = SH/SHAK 

TAMBOURINE = TB/TAMB 

HHCLOSE = HC/HHCL 

HH OPEN = HO/HHOP 

TIMBALE = TL/TMBL 

RIDE1 = R1/RID1 

RIDE2=R2/RID2 

CLAVES = CV/CLVS 

CRASH1 = C1/CRS1 

CRASH2 = C2/CRS2 

CHINA = CH/CHNA 

Note: The parameters remain on the display until 
you press the GROUP SELECT key or begin 
or end recording or playback. 
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CALL PTN OJL. 
BAR 01 04/04 


Press the MULTI SELECT key. 


BBSBTBTBTBHBRBCB 
1 B1 IMIMlLICIIIl a 



• LEVEL O LEVEL O LEVEL O LEVEL 
OSENS «SENS OSENS OSENS 
OTUNE ~*OTUNE~* •TUNE ~* O TUNE 



OPAN OPAN OPAN »PAN 




BBS T T T H R C 

IB 1 BHBMBLBCB1B1 B 


Press the INST.SELECT key. 


BBSBCBCBSBHBRBCB 
2B2BBBPBHBOB2B2B 


To exit, press either GROUP 
SELECT or START key. 


BBSBABCBTBTBCBCB 
3B3BGBOBBBLBVBHB 


Press the GROUP SELECT key. 


CALL PTN 0_. 
BAR 01 04/04 


Press the START or CONT. START 
key. 


PLAY PTN 00. _ 
BAR 01-01 04/04 



14 



The R-100 allows you to change TUNE and PAN 
value of instruments with MANUAL CONTROL 
after recording. 

MANUAL CONTROL command: 

(1) Press MULTI key to access TUNE or PAN. 

(2) Press ENTER key. 

(3) Press the "<" or "> " key to select OFF or ON. 
("<" for OFF, "> " for ON, default: OFF) 

(4) Press ENTER or START key. (ENTER key for 
bar-graph display, START key for playback) 

Notes: 

1. You can access MANUAL CONTROL only while 
stopped. 

2. Even when MANUAL CONTROL is ON, you can 
record a rhythm pattern with current value. 
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MANUAL CONTROL (TUNE) 



MANUAL 
TUNE 


CONTROL 

ON 


MANUAL CONTROL (PAN) 


MANUAL 
PAN 


CONTROL 

OFF 



CALL PTN 
BAR 02 


01. 

4/04 


Press MULTI key. 


BBSBTBTBTBHBRBCB 
1 B 1 BHBMBLBCB 1 B 1 B 


-)*;- LEVEL — - -Im- 
press ENTER key. 


TUNE 


MANUAL CONTROL 
TUNE OFF 


Press ">" key to select 


"ON". 


MANUAL CONTROL 
TUNE ON 


Press ENTER key. 


BBSBTBTBTBHBRBCB 
Ifll BHBMBLBCB1 BIB 


Press START key. 


PLAY PTN 
BAR 02-01 


. 

4 4 
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Press the upper end of the command select key to 
raise the value of the corresponding instrument, 
press the other end to lower it. 
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Press the upper end of the 
COMMAND SELECT key (#2). 



B SBT T T H R C 
I ■ 1 aHBMBLBCH 1 ■ 1 ■ 



Press the lower end of the 
COMMAND SELECT key (#7). 



B SBT T T H R C 
1 ■ 1 BHBMBLBCB l.H 



3£ Teropo/Multi Control Availability List 



Group 


Command 


Availability 


Group 


Command 


Availability 


PATTERN 


CALL PTN 

REALTIME REC 

STEP REC 

REFRAME 

SWING 

BAR PUNCH IN/OUT 

EXCHANGE 

COPY 


Y1 
Y2 
Y3 
Y4 
Y4 
Y2 
N 
N 


FUNCTION 


OVERDUB 

MIDI CH 

MIDI IN COMMANDS 

MIDI OUT COMMANDS 

MIDI DATA DUMP 

SYNC 

ASSIGN 

SAVE/LOAD 


Y2 
N 
Y5 
N 
N 
N 
N 
N 


SONG/CHAIN 




CALL SONG/CHAIN 

BUILD 

INSERT 

DELETE 

LEVEL CHANGE 

TEMPO CHANGE 

REPEAT/JUMP 

COPY 


Y1 
Y2 
Y4 
Y4 
Y4 
Y4 
Y4 
N 


Y1 Both always available. 

Y2 Both available in select No. field and during 

recording/playback. 
Y3 Both available in select No. field and Only Multi 

available during recording. 
Y4 Available only during Initial Mode Selection. 
Y5 Only MULTI available for the KEY NO. 

setting mode. 

N Neither available. 
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4. Playing a Rhythm Pattern 



4.1 and 



The CALL PATTERN command is used to play 
back a previously recorded pattern. It appears when 
you first apply power or when you select the 
PATTERN group. 
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DOS 
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To d" dT d" d d fi 
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* K AWA I R- 1 * 
DRUM MACHINE 



CALL 
BAR 



PTN 



OJL 
4, 



4 



4.2 Haying the Pattern 



Pressing the START key changes the display from 
"CALL" to "PLAY", lights the PLAYBACK LED, 
and starts the playback. The pattern then repeats 
endlessly. You can select another pattern while 
playing, which will be played after the current 
pattern. 

Note: You cannot change to another command 
while a pattern is playing. 

On the left side of the lower line of the display, the 
total number of bars in the pattern and the number 
of the current bar, respectively are shown; on the 
right side is the time signature. 
Pressing the STOP key suspends the playback. You 
can then resume playing the same pattern by press- 
ing either the START key, plays from the beginning 
of the pattern, or the STOP/CONT. START key, 
which resumes where it left off. 




noODnnnn^nn 
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&USUR-100 




'DBC 
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CALL 
BAR 2 



PTN 



0.0 
4. 



4 



Press the START key. 



PLAY 
BAR 2 



PTN 
1 




4. 



4 



PLAY PTN 

BAR 02-01 



0. 



Press the STOP key. 




PLAY PTN 
BAR 02-01 


o_P_. 

4/0 4 



PLAY PTN 0_0_ 

BAR 02-01 04, 



4 



Press the START or STOP/CONT. 
START key. 



PLAY 
BAR 2- 



PTN 
1 




4, 



4 



Note the position of the cursor. 
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4.3 Changing the -Pattern Number 



w. 



The keypad, the "<" key, and the ">" key change 
the pattern number. The < , > change the pattern 
number as long as they are held down. 

Note: These two keys no longer produce any 
effects when the number reaches either end 
point ("00" or "99"). 

If the machine is playing, the new pattern number 
appears to the right of the current one and plays 
after the machine reaches the end of the current 
pattern. 



JSASUPJ- 
I 1 

5i" o"p [fifcl d d £|l 



When the machine is not playing 
Press the ">" key. 


CALL PTN 
BAR 2 


o_L- 

4/0 4 


Press the "1" and "2" keys. 


CALL PTN 
BAR 01 


1 J-- 

4/0 4 


When the machine is playing 


PLAY PTN 
BAR 2-01 


. 

4/0 4 


Press the ">" key. 


PLAY PTN 
BAR 02-01 


. 0J_ 
4/0 4 




PLAY PTN 
BAR 2-01 


1 . 

4/0 4 



4.4 Changing the Bar Number 



Pressing the ENTER key shifts the cursor to the 
current bar number field, the second number in the 
second line. Use the "<" or ">" key to change this 
number and then press the CONT. START key. 

Note: Do not press the START key. It always 
takes you back to the beginning of the 
pattern. 
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■efffl 
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CALL PTN 
BAR 02 


1 . 

4/0 4 


You may now change the starting 
bar number. 


CALL PTN 
BAR 2-01 


1 . 

4/0 4 




CALL PTN 
BAR 02-OJ. 


1 . 

4/0 4 


Use the "<" or ">" key to change 
the number. 


CALL PTN 
BAR 02-02 


1 . 

4/04 




CALL PTN 
BAR 02-02 


1 . 

4/04 


Press the COIMT. START 
playing at that point. 


key to start 


PLAY PTN 
BAR 02-02 


1 . 

4/0 4 
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5. Erasing a Pattern 



: ^5.1 Types of Erasures 



The R-100 allows you to erase: 

(1) One particular pattern, 

(2) A particular instrument from a pattern, 

(3) A particular bar from a multi-bar pattern, and 

(4) All data — patterns, songs, and chains. 

*(1) You can also erase particular instruments 
during recording, see Section 6.4. 

*(2) Erase functions for song and chains are dis- 
cussed in Section 9. 



PTN 

ERASE READY 



PTN BD I 
ERASE READY 



PTN 0-0 1 
ERASE READY 



ALL MEMORY 
ERASE READY 



U;2 Erasing 



Press any of the first five COMMAND SELECT 
keys (not BAR PUNCH IN/OUT, EXCHANGE or 
COPY) in the PATTERN group to display the 
pattern number entry field on the first line. Press 
the ERASE key to display the message ERASE 
READY on the second. Press the ENTER key to 
complete the erasure, the BACK key to cancel. 



imiR-ioa 




OOODPQOQsan 



fclSAIR-lOa 




1 I r^^wi 


5§"ol' [fiTrin n n 


SIS 


! : OnOOnOOO 



CALL PTN 0_0_. 

BAR 2 4/0 4 



Press the ERASE key. 



PTN 

ERASE READY 



Press the BACK key. 


PTN 
ERASE 


CANCEL 




CALL 
BAR 01 


PTN 0.0. 

4/0 4 
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Erasing a Particular instrument 



With the message ERASE READY on the screen, hit 
the desired instrument pad. The instrument's three- 
or four-letter abbreviation will appear on the right 
half of the first line on the display. If this is the 
correct instrument, press the ENTER key to com- 
plete the erasure. Otherwise, press the BACK key 
to cancel. 




Cl o fl 
o 5 a 
ci 5 o 
Odd 

nnpnnsppsnn 



PTN 

ERASE READY 



Press the HiHat instrument pad. 



PTN 00 HHCL 
ERASE READY 



Press the BACK key. 



PTN 00 HHCL 
ERASE CANCEL 



Press the ENTER key to execute and 
return to the CALL PATTERN 
command. 



CALL 
BAR 2 



PTN 



4/0 4 



5*4 Erasing One Bar of a Pattern 



Use the CALL PATTERN command to select the 
pattern number and the bar number then press the 
ERASE key to shift the two numbers to the first 
line. Press the ENTER key to complete the erasure, 
the BACK key to cancel. 



man r*-Taa 
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i i Hl^^^^^nM 
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DOfl 
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Specify the bar number. 



CALL 
BAR 2 


PTN 
-0 2 


1 . 

4/0 4 


Press the ERASE key. 


PTN 1 
ERASE 


-0 2 

READY 



Press the 


BACK 


key. 


PTN 1 - 
ERASE 


2 
CANCEL 



Press the ENTER key to execute and 
return to the CALL PATTERN 
command. 



CALL PTN 

BAR 1-01 



1 
4 



4 
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Simultaneously press the first COMMAND SELECT 
key and the ERASE key to display the message 
ALL MEMORY/ERASE READY. Press the ENTER 
key once to display the confirmation message 
ERASE SURE? and a second time to complete the 
erasure. Press the BACK key to cancel. 

Note: Before you erase the memory contents, 
Kawai strongly recommends that you make 
a backup copy on an RC-16 memory car- 
tridge (available separately) or cassette tape. 




Press simultaneously. 




- nnnnnnnn 



CALL 
BAR 2 



PTN 



0.0. 
4, 



4 



Simultaneously press the first 
COMMAND SELECT key and the 
ERASE key. 



ALL MEMOR Y 
ERASE READY 



Press the ENTER key and wait for 
confirmation message. 



ALL MEMORY 
ERASE SURE ? 



Press the BACK key. 



ALL MEMORY 
ERASE CANCEL 



Press the ENTER key to execute and 
return to the CALL PATTERN 
command. 



CALL 
BAR 1 



PTN 



4. 



4 



- " •--.» 



Simultaneously pressing the first COMMAND 
SELECT key and the GROUP SELECT key displays 
the percentage of memory available for storing new 
rhythm patterns, songs and chains. The display 
automatically clears after a few seconds. 




ppppgppspg 



Press simultaneously 



CALL 
BAR 2 



PTN 0_ 
4. 



4 



Simultaneously press the first 
COMMAND SELECT key and 
the GROUP SELECT key. 



Memory Ava 
9 8 



I a b 
% 



The display automatically clears 
after a few seconds. 



CALL 
BAR 2 



PTN 



0_0_ 
4, 



4 
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6. Recording Rhythm Patterns 



6.1 Recording Methods 



The R-100 offers a choice of two recording methods: 

(1) REALTIME REC. 

The R-100 records the rhythm exactly as play- 
ed on the instrument pads. 

(2) STEP REC. 

You sequentially play the beats and rests for 
each instrument one at a time. 

Both allow you complete access to all 24 instru- 
ments available. 



udir-ioo 




K □■ 



MBU F7-100 




REALTIME REC. 



REAL : NEW 
BAR 01 



STEP REC. 



PTN 
4, 



OJL 
04 



STEP: BDI 
BAR 01 



PTN 
4, 



01 
4 



Note: DUB indicates that the pattern 
already contains data; 
NEW, that it is completely 
blank. 



6.2 REALTIME REC. - Parameters 



The REALTIME REC. command has six parts, used 
to set the recording parameters: 



Parameter 


Range 


Default 


<, > 


Keypad? 


Pattern number 


00-99 


/ 


Y 


Y 


Length in bars 


01-99 


01 


Y 


Y 


Beats per bar *' 


01-99 


04 


Y 


Y 


Beat value *' 


04, 08. 16 


04 


Y 


N 


Metronome value 


OFF.1/4.1/6.1/8 
1/12,1/16,1/24,1/32 


1/4 


Y 


N 


ERROR CORRECT* 2 


1/4,1/6,1/8,1/12, 

1/16,1/24,1/32,1/48 

1/64,1/96.1/192 


1/16 


Y 


N 



Notes: 

1. These can only be set for a NEW pattern. 

2. The ERROR CORRECT function automatically 
corrects your playing to this note value. 

The ENTER and BACK keys switch through the 
steps in the order indicated. Remember that you 
cannot change the length or time signature of a 
pattern after recording even a single note. 



uhir-ioo 




Select the pattern number. 



real: 
BAR 


NEW PTN 9 9_ 
1 4/0 4 


Select the number of bars. 


REAL 
BAR 


PTN 9 9 
± 4/0 4 


Select the time signature beats per 
bar. 


REAL 
BAR 


PTN 9 9 
1 4/0 4 


Select the time signature beat value. 


REAL 
BAR 


PTN 9 9 1 
1 4/0 41 


Select the metronome beat value. 


METRONOME SELECT 

1 /4 


Select the note value for error 
correction. 


ERROR 


CORRECT 
1/16 




REAL: 
BAR 


NEW PTN 9 JL 
1 4/0 4 
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S3 : BEAU1ME REC. 



Recording 



Once you have specified the parameters, press the 
START or CONT. START key to start recording. 
The metronome will beat in time and what you play 
on the instrument pads will be recorded. 

■ Erasing notes while recording 

To erase a note from the pattern, hold down the 
ERASE key and press the appropriate instrument 
pad at that particular moment. Holding down the 
instrument pad erases all notes played by that 
particular instrument. Check the INST. SELECT 
indicator to make sure that you are erasing the 
correct instrument. 

■ Recording repeated notes 

Holding down the ENTER/REPEAT key and an 
instrument pad produces repeated notes. The inter- 
val between notes is determined by the ERROR 
CORRECT parameter. (1/4 ~ 1/96 available) A 
setting of 1/16, for example, produces a sequence 
of sixteenth notes. 



S: nnnngnon?- 



o o o 
coo 
a a o 

Oflfl 
' D fffi 
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nnQDflQQ5~nn 



£ 



mati b-ioo 




■°5a 

QDODPSnO^nn 



? 




nspnnpOpsnc 



Press simultaneously. 



REAL PTN99 

BAR 01-01 04/04 



Both the PLAYBACK and REC LEDs 
next to the start key will light. 



Press the instrument pads to record. 



REAL PTN99 

BAR 01-01 04/04 



The TEMPO indicator flashes on the 
down beat of each bar. 

OTEMPO ;'•; TEMPO OTEMPO 

• REC • REC «REC 

Simultaneously pressing the ERASE 
key and an instrument pad erases 
that instrument at that point. 



ERROR CORRECT =1/16 



The instrument repeats as long i 
both keys are pressed. 
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SA STEP REC. — Parameters 



The STEP REC. command has five parts to set the 
recording parameters: 



Parameter 


Range 


Default 


<■> 


Keypad? 


Parameter number 


00-99 




Y 


Y 


Length (in Bars) 


01-99 


01 


Y 


Y 


Beats per bar 


01-99 


04 


Y 


Y 


Beat value 


04,08.06 


04 


Y 


N 


BAR CORRECT ON/OFF 


ON, OFF 


ON 


Y 


N 



Note: The BAR CORRECT function automatically 
cuts short any note values that would other- 
wise sustain across a bar. In this mode, the 
first note (or rest) programmed will always 
start at the beginning of the bar. 

Before starting the actual recording, move the 
cursor to a parameter other than BAR CORRECT 
and select the first instrument by pressing the 
appropriate pad. (The default is BD1.) 




The ENTER and BACK keys go 
through the steps in the order 
indicated. 




dot 
oca 

ooo 

nnsnn 



STEP REC 






STEP : 
BAR 


N EW PTN 9j>_ 
1 4/0 4 


Select the time signature beats 
bar. 


per 


STEP : 
BAR 


BD 1 PTN 9 9 
1 4/0 4 


Select the time signature beat value. 


STEP : 
BAR 


BD 1 PTN 9 9 
1 4/0 4 


Specify the 
parameter: 


BAR CORRECT 
■<■ = OFF; ">■■ = 


ON. 


BAR CORRECT 


O.N 



STEP 
BAR 


BD 1 
1 


PTN 9 9 
4/0 4 


Press the 


sixth instrument pad. 


STEP 
BAR 


: HHC L 
1 


PTN 9 9 
4/04 



24 



GJ5 STEP REC. - Recording 

Once you have specified the parameters, press the 
START or CONT. START key to start step record- 
ing. The REC. LED in the job indicator section will 
light. 

Note: The TEMPO indicator also lights because 
you are currently at the first beat of a bar. 

The instrument pads now represent notes and rests 
for the current instrument as shown by notes 
printed in orange. 

Note: The rest pads produce a metronome sound 
when pressed. 

The ERASE/NOTE key switches between quarters 
and triplets. The LEDs next to this key show which 
of the two sets of labels below the instrument pads 
is currently in effect. 

The "<" and ">" keys change to the preceding or 
next bar, respectively. 

The touch response feature remains active during 
recording so the harder you hit a note, the louder 
the output. 

Pressing the STOP key terminates the recording for 
the current instrument. You may now repeat the 
above procedure for another instrument or use the 
CALL PATTERN command to play the pattern. 
During recording, holding down the BACK/FLAM 
key while you strike a note produces two notes 
instead one. This function automatically adjusts 
the relative levels so that the second is a little louder 
than the first and also adjusts the interval so that 
shorter notes are closer together creating a true 
flam. 

The time between the flammed note and the main 
note is determined by the note value used to play 
the note, i.e. the flam is farther apart for a quarter 
note than for a sixteenth note. 



Note: Simultaneously press the INST. SELECT 
key and INST, pad, you can overdub desired 
note. 
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Hold down the 

FLAM key as 

you strike the note. 




STEP 
BAR 


BD 1 
2 


PTN 0_5_ 
4/0 4 


Press the START or 
key. 


CONT.START 


STEP 
BAR 


BD 1 
2-01 


PTN 5 
4/0 4 



• TEMPO OTEMPO : .»; TEMPO 



• REC. 



»REC. 



REC. 



STEP : BD 1 
BAR 2-02 


PTN 5 
4/0 4 


Press the "<" key. 


STEP : BD 1 
BAR 2-01 


PTN 5 
4/0 4 




STEP : BD 1 
BAR 2-0 2 


PTN 5 
4/0 4 


Press the STOP key. 


STEP : BD 1 
BAR 02-02 


PTN OJ. 
4/0 4 



Playing the 
instrument 
pad alone. 


With 
FLAM key. 


J 


* J 
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.6.6 Using MULTI Programming During Recording 



You can change the pitch (TUNE) or stereo balance 
(PAN) of any instrument during either REALTIME 
or STEP recording. Simply press the MULTI key, 
change the parameter values, and press the instru- 
ment pad. (For further details, see Section 6.8 
"Actual Recordings -Sample II".) 
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REAL 

BAR 2-0 1 



PTN 
4. 




4 



Press the MULTI key. 



BBSBTBTBTBHBRBCB 
1 B1 BHBMBLBCB1 B1 B 



6.7 Actual Recordings — Sample I 



This section takes you step-by-step through the 
procedure for recording the rhythm pattern shown 
at the right. 

First, since it may be difficult to record the six- 
teenth notes for the high hat pattern with the 
REALTIME command, use the STEP REC. com- 
mand: 

(1) Press the STEP REC. command key. If the 
word DUB appears on the display, either press 
the ERASE key or change to a pattern with the 
word NEW. This pattern is one bar in 4/4 time 
— the defaults — so it is not necessary to change 
any other part of the display. 

(2) Select the instrument by pressing the appropri- 
ate instrument pad (HH CLOSE). 

(3) Press the START or CONT. START key to 
start recording. 

(4) Press the instrument pads for the rhythm pat- 
tern: a sixteenth rest followed by 15 sixteenth 
notes. Hit the fourth and twelve notes harder 
to add accents. 

(5) Press the STOP key to end the recording. 

Note: If, at this point, you would like to review 
what you have recorded, select the pattern 
number with the CALL PATTERN com- 
mand and press the START key. 



Sample I 



CRASH 1 
HH CLOSE 

SD 
BD 



xxx 



Bun 



s 



© © 



t\ 



U^U 1 ® 



STEP REC. 








van i=;-ioo 


i i ^^ZZ^^^^^DI 
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I deJq: 


1 





STEP : NEW 
BAR 1 


PTN 2_0_ 
4/0 4 


Press the HiHat instrument pad. 


step: hhcl 

BAR 01 


PTN 2 0_ 
4/0 4 


Press the START key. 


step: HHCL 
BAR 1-01 


PTN 2 
4/0 4 


• TEMPO O TEMPO 

• REC »REC 


• TEMPO 

• REC 


step: HHCL 
BAR 1-01 


PTN 2 
4/0 4 


Press the STOP key. 




STEP: HHCL 
BAR 1-01 


PTN 2 
4/0 4 
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The CRASH 1 and snare drum (SD) parts of the 
pattern are simpler, so use the REALTIME REC. 
command: 

(1) Press the REALTIME REC. command key. 

(2) To prevent timing errors, use the "<" and 
">" keys to change the ERROR CORRECT 
parameter to 1 /4. 

(3) Press the START key to start recording. 

(4) Strike the CRASH 1 and SD instrument pads 
at the appropriate points of the hi-hat rhythm. 

(5) Press the STOP key to end the recording. 

All that remains is the bass drum (BD). Perhaps the 
STEP REC. command is better for such a complex 
pattern: 

(1) Set up for step recording using the same first 
three steps that you used for the high hat part. 

(2) Play the rhythm on the instrument pads. 
Note: For the dotted eighth notes ( J> ) and eighth 

rest ( 7. ), substitute a eighth note followed 
by a sixteenth rest. 

(3) Press the STOP key to end the recording. 

The recording is now complete. To listen to the 
result, select the pattern number with the CALL 
PATTERN command and press the START key to 
see how the R-100 can make you a real drummer! 



REALTIME REC. 
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real: dub 

BAR 1 



PTN 
4, 
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Use the "<" and ">" keys to set the 
ERROR CORRECT parameter to 1/4. 



ERROR CORRECT 

1 /4 



Press the START key. 



REAL PTN 20 
BAR 01-01 04/04 



REAL 
BAR 1 



1 



PTN 2 
4/0 4 



Press the STOP key. 



REAL 

BAR 1-01 



PTN 2.0 
4/0 4 



• REC 



• REC 



>REC 



STEP : BD 1 
BAR 1-01 



PTN 
4. 



STEP : [ 
BAR 


DUB 


PTN 2 
4/0 4 


Press the BD 


instrument pad. 




STEP : 
BAR 


BD 1 


PTN 2_0_ 
4/0 4 


Press the START key. 


STEP : 
BAR 1 


BD 1 
-0 1 


PTN 2 
4/0 4 



• TEMPO OTEMPO »TEMPO 



21 
4 
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6j8 Actual Recordings — Sample £, 



This second example is the well-known samba 
rhythm pattern. The key point of interest is that it 
uses two different conga lines with a total of four 
different pitches. Although the R-100 only has one 
conga sound source, the MULTI programming func- 
tion allows you to vary the pitch for individual 
notes and therefore produce the desired results. 
First use the procedures demonstrated in the pre- 
ceding section to record the SHAKER, COWBELL, 
and AGOGO lines as two bars in 2/4 time. The 
following steps show the MULTI programming 
function for step recording. MULTI programming 
is also available during REALTIME recording. 

(1) Set up to record the conga line with the STEP 
REC. command. 

(2) At each step, set the TUNE parameter to the 
value shown in the accompanying chart and 
press the appropriate instrument pad (usually 
a sixteenth note). 

(3) While you are at it, why not change the stereo 
balance (PAN) to provide further separation of 
the two lines? The number of keystrokes 
involved might make it seem like a lot of work, 
but once you are accustomed to the procedure, 
you will find the results well worth the effort. 

(4) When you have finished entering all the notes, 
press the STOP key to end the recording. 

The recording is now complete. To listen to the 
results, select the pattern number with the CALL 
PATTERN command and press the START key. 

Note: You might also want to speed up the tempo 
to the 130-140 range and add a TIMBALE 
fill-in to create an even more authentic latin 
rhythm. 



Sample H. Samba Rhythm 



SHAKER 
COWBELL 
AGOGO 
CONGA 



rm FTT1 
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STEP 
BAR 


: DUB 
2 


PTN 0_9_ 
2/0 4 


Select CONGA with the conga 
Tom Mid) instrument pad. 


(& 


STEP 
BAR 


: CONG 
2 


PTN 9 
2/0 4 



Sample HI. Conga Rhythm 



CONGA 



T3. 



&A 



TUNEOTfl 
PAN cnm. 






+7 





+7 


-8 


+4 


+ 7 





+7 





+7 


-8 


-8 


+ 4 


+ 7 


+2 


-7 


+2 


-7 


+ 7 


-2 


-7 


+ 2 


-7 


+ 2 


-7 


+7 


+ 7 


-2 


-7 




B S A C 
3B3BGBOI 



T T C C 
IBBLBVBHI 



Press the ends of the COMMAND 
SELECT key (#4) to adjust the 
height of the bar. 



A CI 

IGBOI 



IT T C C 
IBBLBVBHI 
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7. Editing Patterns 



7.1 RE FRAME Command 



The REFRAME command allows you to ERROR 
CORRECT a previously recorded pattern. There are 
five steps. 



Parameter 


Range 


Default 


<,> 


Keypad? 


Pattern number 


00-99 


^ 


Y 


Y 


ALL/EACH •' 


ALL (<), EACH (>) 


ALL 


Y 


N 


REFRAME parameter 


1/4.1/6.1/8,1/12 

1/16,1/24,1/32,1/48, 

1/64,1/96 


1/96 


Y 


N 


Instrument 
(EACH only) 


BD1 -CHINA 

Any of the 24 built-in 
sound sources 


BD1 


Instrument 
pads 1-8 


READY 


Press the ENTER key to proceed, the BACK 
key to cancel. 



Note: ALL reframes all instruments in the pattern; 
EACH restricts the function to one instru- 
ment. 

Example: 

Reframing the snare drum (SD) pattern in Sample 
IV. (Stored as No. 08.) 

■ Procedure 

(1) Press the COMMAND SELECT (#4) key to 
access the REFRAME command and type "0" 
and "8". 

(2) Press the ">" key for EACH (reframing for an 
individual instrument). 

(3) Press the SD instrument pad to specify the 
instrument (SD1). 

(4) Use the "<" and ">" keys to change the 
REFRAME parameter to 1/4. 

Note: You can do preceding two steps in either 
order. 

(5) Press the ENTER key when the message READY 
appears. 




The ENTER and BACK keys go 
through the steps in the order 
indicated. 



Sample IV. (Pattern No. 08) 

HH 
SD 
BD 



«!-<• 




! : qqdi 




The ENTER and BACK keys go 
through the steps in the order 
indicated. 



Select the pattern number. 




REFRAME 


PTN 


0.0 


Select ALL or EACH. 


REFRAME 
A L L/E ACH 


PTN 



ALL 


Select the REFRAME 


parameter. 


REFRAME 
ALL 


PTN 
1 



/9 6 


Select the instalment. 


REFRAME 
E ACH : BD 1 


PTN 
1/96 



9: ( , ) J3 r 1 j fe 



^W 



Type 08 on the keypad. 



REFRAME 


PTN J. 


Press ">" for EACH. 


REFRAME 
ALL/EACH 


PTN 8 
EACH 



Press the SD1 instrument pad. 



REFRAME 
EACH : S D 1 



PTN 

1 , 



8 
9 6 



Use the "<" and ">" keys to change 
the parameter to 1/4. 



REFRAME 
E ACH : S D 1 



PTN 



8 

/4 



Press the ENTER key to complete 
the command. 



REFRAME 
EACH : S D 1 



PTN 
READY 
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SPJjSfS 



After reframing, the display automatically changes 
to the CALL PATTERN command. To listen to the 
results, simply press the START key. 

Note: If the pattern is empty, pressing the ENTER 
key produces the error message EMPTY 
PATTERN. The command waits a few 
seconds and then asks you for a different 
pattern number. 



Sample V. 



?ctfl y *J3 r H 9=c * J I J 



Before reframing 




After reframing 
Select an empty pattern. 



REFRAME 



PTN 9 9 



Press the ENTER key. 



EMPTY PATTERN! 



Return to the starting point. 



REFRAME 



PTN 9 9 
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12 SWING Command 



The SWING command produces a shuffle feeling by 
introducing delays for the even notes in the pattern. 
There are six steps. 



Pinnnr 


Range 


Default 


<■> 


Keypad? 


Pattern number 


00 ~ 99 




Y 


Y 


ALL/EACH •' 


ALL «), EACH (» 


ALL 


Y 


N 


SWING NOTE value 


1/8.1/16,1/32 


1/8 


Y 


N 


SWING percentage 


1/8 50.54.58.63,67 
(1/16) 71.75% 
1/32 50,58.67,75% 


50% 


Y 


N 


Instrument 
(EACH only) 


BD1 -CHINA 

Any of the 24 built-in 
sound sources 


BD1 


Instrument 
pads 1-8 


READY 


Press the ENTER key to proceed, the BACK 
key to cancel. 



MFA1 R-lOO 




1 i ^^vvwji 


s§Td oTo' n n n 


o a a 
a a a 
Did 
did 
■n|| 

^03 


2 OOOfigOpp 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Note: Specifying ALL reframes all instruments in 
the pattern; EACH restricts the function to 
a single instrument. 



Select the pattern number. 




SW 1 NG 


PTN 


00 


Select ALL or EACH. 


SW 1 NG 
ALL/EACH 


PTN 



ALL 


Select the SWING NOTE value. 


SWING 
ALL 


PTN 




1 /8 


Press ">" for EACH. 


SWING 
ALL 


PTN 



5 fl% 


Select the instrument 


(EACH 


only) 


SW 1 NG 

E ACH : BD 1 


PTN 



5 Q% 


Press ENTER to proceed. 


SWING 

E ACH : BD 1 


PTN 
READY 
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Example: 

Changing the high hat quarter notes in Sample VI 
(assumed to be stored as No. 09) to a swing pattern. 

■ Procedure 

(1) Press the fifth COMMAND SELECT key to 
activate the SWING command. 

(2) Type "0" and "9" on the keypad. 

(3) Press the "<" key for ALL. 

(4) Use the "<" and ">" keys to change the 
SWING NOTE value to 1/8. 



(5) Use the 



and ">" keys to change the 



SWING Percentage to 67%. 

(6) Press the ENTER key when the message READY 
appears. 

As with the REFRAME command, the SWING 
command automatically changes to the CALL 
PATTERN command. To listen to the results (See 
Sample VII.), simply press the START key. 
The SWING command not only produces shuffle 
effects, but also allows you to vary the swing rate 
between instruments to produce more authentically 
human effects. 

Note: If the pattern is empty, pressing the ENTER 
key produces the error message EMPTY 
PATTERN. The command waits a few 
seconds and then asks you for a different 
pattern number. 



Sample VI. (Pattern No. 09) 



HH 



XXX 



X X X X 



SD 
BD 



s 



MHIR-XXI 




i i ^^^j^^^^^B 




5- - - 


D OjP 

□ era 
a a 

IPC 


55 D D D D J 


6 


g : : OOpp'i 


pop 




MSUPJ-lOO 




I I ^^^^■^^^■M 






"Dfffi 

^4 


si" ol Efif nl ii n 


B: □npngcro 



Sample W. 



f|:/> x x x x x * * * 

9c rTr i 



i — i ___^__ 

fi tp \\ H d n |p 
V QDOQflOOD: 



u u u 



V 



Type 09 on the keypad. 


SW 1 NG 


PTN J. 


Press "<" for ALL. 


SW 1 NG 
ALL/EACH 


PTN 9 
ALL 


Use the "<" and ">" keys to change 
the SWING NOTE value to 1/8. 


SWING 
ALL 


PTN 9 
1 /8 


Use the "<" and ">" keys to change 
the SWING percentage to 67%. 


SW I NG 
ALL 


PTN 9 
6 7% 


Press the ENTER key 
the command. 


to complete 


SWING 
ALL 


PTN 9 
READY 




CALL PTN J.. I 
BAR 01 04/04| 



-m 






nwi 



Select an empty pattern 




SW 1 NG PTN 


9J. 


Press the ENTER key. 


EMPTY PATTERN! 


Return to the starting point. 


SWING PTN 


9J. 
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7.3 BAR PUNCH IN/OUT Command - Description 



The BAR PUNCH IN/OUT command allows you to 
change part of a long pattern or add instruments 
using real-time recording. It takes you through six 
steps. 



Parameter 


Range 


Default 


<> 


Keypad? 


Pattern number 


00-99 


^ 


Y 


Y 


PUNCH IN bar*' 


01 ~ 

Last bar in pattern 


-• 


Y 


N 


PUNCH OUT bar*' 


PUNCH IN bar- 
Last bar in pattern 


" 


Y 


N 


Starting bar 


01 - PUNCH IN bar 


01 


Y 


N 


Metronome note value 


OFF,1/4,1/6.1/8. 
1/16.1/24,1/32 


1/4 


Y 


N 


ERROR CORRECT 


1/4.1/6,1/8,1/12, 

1/16,1/24,1/32,1/48, 

1/64,1/96,1/192 


1/16 


Y 


N 



Note: Pressing the ERASE key instead of numbers 
for the PUNCH IN or PUNCH OUT bar 
changes the field to "**". 

Once you have set the parameters, press the START 
key to begin recording. 

Note: As with REALTIME recording, the BAR 
PUNCH command allows you to use the 
MULTI programming function to alter the 
TUNE and PAN settings for individual notes. 



8AKM R-1DO 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Select the pattern number. 



r — i 



y o p rjn n"fj n n | 
| : : QnoioflOOsL: 



a a i 



8§ e 
Pa 



PUNCH PTN 
BAR **-♦** 08- 


2JL 
-0 1 


Select the PUNCH IN bar. 


PUNCH PTN 
BAR *_*-+ * * 08- 


2JL 
-0 1 


Select the PUNCH OUT bar. 


PUNCH PTN 
BAR 04-»0_i 08- 


2 
-0 1 


Select the starting bar. 


PUNCH PTN 
BAR 04-HJ6 08- 


2 

-oj 


Select the metronome value. 


METRONOME SELECT 

1 / 4. 


Select the ERROR CORRECT value. 


ERROR CORRECT 
1 /1_6_ 


BAR PUNCH IN/OUT display 


PUNCH PTN 
BAR 4-»0 6 8- 


2 
1 



Press the MULTI key. 




BSTTTHRC 
1 B1 ■HBMHLBCB1 B1 ■ 


Adjust the parameters with the 
COMMAND SELECT keys. 


BBS T T T H R C 
1 B1 BHBMBLBCB1 B1 B 


Change instrument groups with the 
INST. SELECT key. 


BSCCSHRC 
2B2BBBPBHBOB2B2B 


Press the GROUP SELECT key 
return to recording. 


to 


PUNCH PTN 
BAR 04-06 08- 


2 
5 
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74 BAR PUNCH IN/OUT Command - Example 



■'£ 



keys to change the 
keys to change the 



To illustrate the procedure, add a fill-in to an eight- 
bar pattern stored as pattern No. 20. 

(1) Press the COMMAND SELECT (#6) key to 
active the PUNCH IN/OUT command and type 
the pattern number (20). 

(2) Use the "<" and ">' 
PUNCH IN bar to "04". 

(3) Use the "<" and ">' 
PUNCH OUT bar to "05 

(4) Use the "<" and ">" keys to change the start- 
ing bar to "04". 

(5) Turn the metronome off because the recorded 
pattern is sufficient to provide the timing. 

(6) Use the "<" and ">" keys to change the 
ERROR CORRECT parameter to 1/32. 

(7) Press the CONT. START key to start recording. 

Note: Pressing the START key will take you to the 
very beginning of the pattern. 

(8) Press the STOP key to stop recording. 

Note: As with the REALTIME REC. command, 
the BAR PUNCH IN/OUT command auto- 
matically returns to the beginning when you 
reach the end of the bar. 



An 8-faar pattern 

BAR 

01 02 




Add a fill-in here. 



5§ d d o n n j n n m 
!i OOQQOOOflsf 



UStlrt-lOCD 




i i ^^^3I^^HI 


=§d"d n"D"D"n n n 


D D D 

Odd 

spa 


5: pngnpppp 



e 



Access the PUNCH IN/OUT 
command. 



PUNCH 

BAR **-+** 



PTN 2_0_ 
8-0 1 



Use the "<" and ">" keys to change 
the PUNCH IN bar. 



PUNCH 

BAR 0J_->04 



PTN 2 
8-0 1 



Use the "<" and ">" keys to change 
the PUNCH OUT bar. 



PUNCH 

BAR 04-»0i 


PTN 2 
8-0 1 


Use the "<" and ">' 
the starting bar. 


keys to change 


PUNCH 

BAR 4 ->0 5 


PTN 2 
8-0 4 



Use the "<" and ">" keys to turn 
the metronome off. 



METRONOME SELECT 
OFF 



Use the "<" and ">" keys to change 
the ERROR CORRECT value to 1 /32. 



ERROR CORRECT 
1 /%!_ 



BAR PUNCH IN/OUT display 



PUNCH 

BAR 4-05 



PTN 2 
8-0 1 
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7.5 EXCHANGE Command 



The EXCHANGE command allows you to exchange 
the contents of two patterns — for organizational 
purposes, for example. There are three steps. 



Parameter 


Range 


Default 


<•> 


Keypad? 


First pattern number 


00-99 


•• 


Y 


Y 


Second pattern number 


00-99 


•• 


Y 


Y 


READY 






ENTER: 
Proceed, 

BACK:Cancel 



Note: The only way to proceed from the first step 
to the second is to enter a number. 

Example: 

(1) Press the COMMAND SELECT key (#7) to 
activate the EXCHANGE command. 

(2) Select the pattern numbers with the keypad or 
the "<" and ">" keys next to it. 

(3) Press the ENTER key to complete the com- 
mand. (Press the BACK key to cancel.) 

When the exchange is complete, the display auto- 
matically changes to the CALL PATTERN com- 
mand. To listen to the results, simply press the 
START key. 



uuR-ioa 





nnnnan 




Select the first pattern number 






EXCHANGE 

PTN «--» 


PTN 


* 


* 


Select the second pattern number. 


EXCHANGE 
PTN ♦--► 


PTN 


5 





Check specifications. 


EXCHANGE 
PTN «--> 


READY 
PTN 5 






Select the EXCHANGE command. 


EXCHANGE 
PTN * * «--♦ 


PTN * * 


Select the pattern numbers. 


EXCHANGE 
PTN 1 «--» 


PTN * * 




EXCHANGE 

PTN 1 «--♦ 


PTN 5 5 


Check specifications. 


EXCHANGE 

PTN 1 «--» 


READY 
PTN 5 5 


Press the ENTER key 


to complete. 


CALL PTN 
BAR 01 


4/04 
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7.6 COPY Command 



The COPY command allows you to copy and join 
patterns so that you can edit the result rather than 
starting from scratch. There are four steps. 



Parameter 


Range 


Default 


<■> 


Keypad? 


First pattern number 


00-99 


•• 


Y 


Y 


Second pattern number 


00-99 


•• 


Y 


Y 


Third pattern number 


00-99 


•• 


Y 


Y 


READY 






ENTER: 
Proceed, 

BACK. -Cancel 



Note: The only way to proceed from the first step 
to the second is to enter a number. This 
restriction does not apply between the 
second and third steps because you are 
allowed to give a null specification ("**") 
for the second field. 

Error Messages 

In certain cases, the copy will fail and produce an 
error message instead: 

ILLEGAL INPUT - In linking two patterns, you 
have either (1) specified two with different time 
signatures or (2) tried to create a pattern that is 
more than 99 bars long. 

MEMORY OVERFLOW - There is not enough 
memory space left to store the result. 

The message remains on the display for a few 
seconds. 



KAMI R-IOO 



□nnnnni 



D D . 
55B;- 



d a □ 

net) 
alt 
a * a 

'nfffl 

□a 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 

You can double the length of a 
pattern by linking two copies onto 
the original. (See illustration.) 



Example: Simple copy 



COPY 
PTN 



= 00 



COPY 
PTN 


+ * * = 


5 5 


Example: Link 


ing operation 




COPY 
PTN 


+ 01 = 


3 


Select the first pattern number. 


COPY 
PTN 


+ * * = 


* * 


Select the second pattern number. 


COPY 
PTN 


+ 01 = 


* * 


Select the third 


pattern numbe 


r. 


COPY 
PTN 


+ 01 = 


2 


Check specifications. 




COPY READY 
PTN 00 + 01 = 


2 


End in CALL PATTERN command. 


CALL 
BAR 4 


PTN 0.2. 

4/ 


4 




I LLEG A L 


INPUT 


1 1 




MEMO R Y 


O VERF LOW 
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8. Playing Songs and Chains 



8i1 Selecting a Song or Chain for Playback 



The CALL commands, CALL SONG and CALL 
CHAIN, allow you to specify what is to be played. 
As with the CALL PATTERN command, they are 
automatically activated when you change the group 
with the GROUP SELECT key. 
To play a song or chain, first change the number 
with the keypad or the "<" and ">" keys and then 
press the START key. 

The second line of the display gives four pieces of 
information: the total number of segments — pat- 
terns or songs, respectively, for songs and chains - 
in the sequence, the sequence number of the current 
segment, the name of the segment (PTN/SONG), 
and the storage number of the current unit. 
If you use the STOP key to interrupt the playback, 
pressing the CONT. START key will resume where 
playback was interrupted; pressing the START key 
will play from the beginning of the entire sequence. 
You can also change the current segment before 
continuing. 



MMJR-TOa 




nnannnnDsnn 




Clfifl 

a a a 
a a a 



DQQnDQQQsnn 



s 



Kffiil R-lOO 



D 



60S 

a a a 
a a a 
a a a 



nanpnnnn- 



5*1 



Bfi 



£ 



►; SONG 



o 
o 

(•': CHAIN 
O 



Example: CALL SONG 



CALL 

D A NC I N' 



SONG 
FOO' 



OJL 



Example: CALL CHAIN 



CALL 
K AWA I 



CHAIN JL 
R- 1 DEMO 



Typical display during SONG 
playback: 



PLAY SONG 00 
13-002 = PTN 1 3 



Typical display during CHAIN 
playback: 



PLAY 

5-0 2 



CHAIN 
■SONGO 1 



PLAY SONG OJL 

13-008 = PTN 17 



PLAY 

5-003 



CHAIN 0. 
SONG 2 



8J2 Specifying the Starting Point 



The CALL commands allow you to specify the 
starting point relative to the entire sequence. Simply 
press the ENTER KEY once to shift the cursor to 
the second field in the second line and then use the 
"<" and ">" to change the number. To start the 
playback, press the CONT. START key. 

Note: Do not press the START key as it starts at 
the beginning of the entire sequence. 




Mill R-lOO 


r_ZD r^HW] 


BE" t =" =" '- i I" 5 '. 

5-:=d d lT fT rf in n n 


a a a 
oat] 
a a a 


2 Qfipoappp 



Select the starting pattern for the 
song. 



CALL 

1 3-001 


SONG 
= PTN 




1 


Select the starting song for the chain 


CALL 

5-001 


CHAIN 
= SONG 






Use the "<" and ">" to change the 
number. Press the CONT. START 
key to start the playback. 


PLAY 

1 3-002 


SONG 
= PTN 




1 3 
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9. Erasing a Song or Chain 



9.1 Types of Erasures 



The R-100 offers you a choice of two types of 
erasures at both the song and chain levels: 

(1) Erase one particular song or chain. 

(2) Erase all songs or chains. 



Confirmation messages: 



SONG 
ERASE READY 



CHAIN 
ERASE READY 



ALL SONG 
ERASE READY 



ALL CHAIN 
ERASE READY 



92 Erasing a Particular Song or Chain 



( 1 ) Activate any command except COPY. 

(2) Specify the song or chain number. 

(3) Press the ERASE key. 

(4) When the message ERASE READY appears on 
the second line of the display, press the ENTER 
key to complete. (Press the BACK key to 
cancel.) 

Note: A few seconds later, the original display re- 
appears. 



g£- s- i- — — - s- — - □ o o 

|; oppppppo»nn 



UHUR-IOO 




CALL SONG OJL 

D ANC I N' F O O ' 



Press the ERASE key. 



SONG 
ERASE READY 



Press the BACK key. 



SONG 

ERA SE CANCEL 



CALL 



SONG 0JL 
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93 Erasing All Songs or Chains 



(1) Simultaneously press the first COMMAND 
SELECT key and the ERASE key. 

(2) When the message ERASE READY appears, 
press the ENTER key to complete. (Press the 
BACK key to cancel.) 

Note: A few seconds later, the display reverts to 
the corresponding CALL command. 




CALL 
K AWA I 



CHA I N _0_ 
10 DEMO 



Simultaneously press the first 
COMMAND SELECT key and the 
ERASE key. 



ALL CHAIN 
ERASE READY 



5: pppppppQsQ; 



! i 



Press the BACK key. 



ALL CHAIN 
ERASE C A N C E L 



CALL 



CHAIN 
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10. Songs and Chains — General 



10.1 BUILD Commands 



The BUILD commands, BUILD SONG and BUILD 
CHAIN, allow you to join up to 999 smaller units to 
form longer playback sequences and to edit the 
sequences. 



SONG BUILD 



BU I LD 
D ANC I N' 



SONG JL 
FOO' 



CHAIN BUILD 



BU I LD 
K AWA I 



CHA I N SL 
R- 1 DEMO 



10.2 BUILD -Parameters 



They have four steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


Song/chain number 


Song : 00 — 99 
Chain : - 9 




Y 


Y 


Title 


A~Z, 0~9 




Y 

At 
the 
key 
spa 


Y 

Only 

digits are 

available. 

this point, 
ERASE 
yields a 

:e. 


Tempo (Chain only) 


OFF, 40 - 250 


OFF 


Y 


N 


Pattern/chain 
numbers #1 


Pattern 
Song 


00-99 


— 


Y 


Y 



Notes: 1. The CHAIN BUILD ignores a song if it is 
empty. Pressing the ENTER key after 
the number only produces the warning 
message EMPTY SONG. 
2. When you erase any of the songinachain, 
it stops playback at that point. 



tan r-ioo 




OOQODlXdsd 



The ENTER and BACK keys switch 

through the steps in the order 

indicated. 

They also change the cursor position 

in the title. 



HARM j=»-100 



nnnnnnnQr: 



a a 
a a o 

dftO 

a a a 
■nfifl 



At this point, the BACK key skips 
the tempo and title entry steps and 
takes you right back to the first step. 
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Select the song o 


chain numbe 


r. 


BU 1 LD 


SONG 


1JL 


Enter the title using <&> keys 
select the characters. 


to 


BUILD 


SONG 


1 


Select the tempo. 


(Chain only) 




BUILD CHAIN 
,=OFF 


O 


Select the segment number (pattern 
or song). 


BUILD 
1-001 


SONG 
= PTN 


9 
* * 




BU 1 LD 

K AWA 1 R- 


CHAIN _0_ 
10 DEMO 


Press the BACK key. 


BU 1 LD 
5-001 


CHAIN 
= S ONG 



OJL 



10.3 Example: Building a Song 



The following procedure builds an eight-bar song by 
combining four different single-bar patterns: 

(1) Select the SONG group and press the BUILD 
COMMAND SELECT key. 

Enter (keypad) or change {"<" and ">" keys) 
the song number (09). Press ENTER to store. 

Enter the title, using the "<" and ">" keys. 
Press ENTER to advance to the next character. 



(2) 
(3) 
(4) 



Enter or change the pattern number. 
ENTER to store. 



Press 



Note: At this point, you can press the START key 
to check the pattern. To return to the 
BUILD command, simply press the STOP 
key. 

(5) Repeat step 4 until you reach the end of the 
song. 

(6) To edit the BUILD command, press the CALL 
SONG command key. 

At this point, you can press the START key to 
review the results. 



SONG 09 r N0RMAL 8 BEATj 
PART 

001 002 . 003 004 



00 
PTN 



01 



+ 



005 



006 



007 



008 



00 



02 



MMifsr 










□□□□□nnnsie 




: 


i 
' 


' 


UBIR-DO 




I i K^^^^^BS 


h= B d D"oTn"nn n g §§ 


5: □ppngDDpsnn 



00 



03 



00 



01 



Select the song number. 



BU 1 LD SONG 


0J. 


Enter the title. 


BUILD SONG 09 
NORMA L 8 BEAT 


Select a pattern number. 


BUILD SONG 
001-001 = PTN 


9 

* * 


Use the "<", ">", and digital 


keys. 


BUILD SONG 
004-004 = PTN 


9 
2 


Press the ENTER key to store. 


BU 1 LD SONG 
008-008 = PTN 


9 


Press the ENTER key a second time 
to terminate the BUI LD command. 


BU 1 LD SONG 
009-009 = PTN 


9 

* * 




BU 1 LD SONG 
NORMA L 8 BEAT 


0_9_ 


Press the START key. 


PLAY SONG 
008-001 = PTN 


9 
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10,4 Example: Editing a Song with BUI |_D 



The following procedure changes part of the SONG 
No. 09 stored in the preceding section. 

(1) Activate the SONG BUILD command and press 
the BACK key to jump immediately to the 
pattern number entry step. 

(2) Press the ENTER key until the second number 
on the second line is "004". 

Note: Holding down the ENTER key will provide 
continuous updating, but be careful not to 
go past the "**" at the end and terminate 
the command. 

(3) Enter (10-key digital pad) or change ("<" and 
">" keys) the song number (04). 

(4) Press ENTER to store. 

Note: It is not necessary to advance to the end of 
the song. Simply press another COMMAND 
SELECT key to terminate the BUILD 
command. 



SONG 09 r N0RMAL 8 BEATj 



PART 

001 



002 



003 



004 



005 



006 



00 
PTN 



01 



00 



+ 

00 03 

Change this to "04" 



007 



00 



01 




MKSI R-H30 



d: £ 



^lilliLLi'fiB 
; . □□□□nnco-:n 



a a c 
5^ 



& 



Press the second COMMAND 
SELECT key. 



BUILD SONG J. 
NORMAL 8 BEAT 



Press the BACK key. 



BU I LD SONG 9 

8-001 = PTN Q 



Press the ENTER key until the 
"004" appears. 



BU I LD SONG 

008-004 = PTN 2 



9 



BUILD SONG 9 
008-004 = PTN 04 



Don't forget to press the ENTER 
key to store the new value! 



BUILD SONG 09 
008-005 = PTN n 



You may now switch to another 
command. 



1 1 . Songs and Chains 

— Additional Commands 



11.1 INSERT Commands 



The INSERT commands, INSERT SONG and 
INSERT CHAIN, allow you to splice a new segment 
(pattern or song) into an existing sequence. To 
activate, select the appropriate group and press the 
third COMMAND SELECT key (INSERT). The 
command then takes you through three steps: 



Parameter 


Range 


Default 


<,> 


Keypad? 


Song/chain number 


Song : 00 ~ 99 




Y 


Y 




Chain : ~ 9 




Insert location 


000'001~nnn-1 "nnn 

nnn= Last segment in 
sequence. 


000"001 


Y 


N 


Insert pattern/chain 
number *' 


Song I 

„_ . [00-99 

Chain ) 




Y 
At 
the 
key 

sign 
can 
inse 


Y 
his point, 
ERASE 
yields 
", the 
al to 
eel the 
rtion. 



Example: 

The following procedure inserts pattern No. 10 be- 
tween the fifth and sixth patterns of song No. 09: 

(1) Access the command and enter (10-key digital 
pad) or change {"<" and ">" keys) the song 
number (09). Press ENTER. 

(2) Select the location with the "<" and ">" keys. 

(3) Enter or change the pattern number. 

(4) Press ENTER to complete the insertion and 
return to the beginning of the command. 

Note: Check the total (the first number in the 
second row). 
It is now one greater than before. 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



KAMI R-IOO 




Select the song or chain number. 



INSERT SONG 01 
013-001 = PTN 10 



I NSERT 
5-001 



CHAIN _0_ 
= SONG 00 



Select the location. 



I NSERT 
0_0_ A 1 



SONG 
= PTN * * 



Select the pattern or song. 



INSERT SONG 00 
002 A 003 = PTN ** 



I NSERT 



3 A 



CHA I N 



04 =SONG ** 



Select the song number (09). 



INSERT SONG 

8-001 = PTN 



Select the pattern (10). 



INSERT 
5 A 6 



SONG 

■■ PTN 



Press the ENTER key. 



0J. 




Select the location (005"006). 



INSERT SONG 09 
005 A 006 = PTN * * 



9 

10 



INSERT SONG 09 
009-001 = PTN 00 
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•1*2'-- DELETE Commands 






The DELETE commands, DELETE SONG and 
DELETE CHAIN, allow you to remove segments 
(patterns or songs) from an existing sequence. To 
access, select the appropriate group and press the 
COMMAND SELECT key (#4). The command 
takes you through four steps: 



Parameter 


Rang* 


Default 


<•> 


Keypad? 


Song/chain number 


Song : 00 ~ 99 
Chain : ~ 9 




Y 


Y 


Starting location 


001 ~ Lait segment 


... 


Y 


N 


End location 


Starting location ~ 
Last segment 


... 


Y 


N 


READY 


Press the ENTER key to proceed, 
the BACK key to cancel. 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Select the song or chain number. 


DELETE SONG 
013-001 = PTN 


0SL 
1 




DELETE CHA 1 
005-001 =SONG 


N 0. 



Select the starting location. 


DELETE SONG 
0_L : 1 - 1: 



1 


Select the end location. 


DELETE SONG 
1:01 - 004: 



3 


Check the specifications. 


DELETE READY 
1:10 - 4: 



3 


Press BACK to cancel. 


DELETE CANCEL 
001:10 - 004:1 



3 
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Example: 

The following procedure deletes four patterns (in 
locations 003-006) from song No. 09: 

(1) Activate the command and enter (with the key 
pad) or change {"<" and ">" keys) the song 
number (09). Press ENTER. 

(2) Select the starting location (003) with the "<" 
and ">" keys. 

(3) Select the starting location (006) with the same 
keys. 

(4) When the message DELETE READY appears, 
press ENTER to complete the deletion or 
BACK to cancel. 

Note: A few seconds later, thedisplay returns to the 
beginning of the DELETE command. If you 
pressed the ENTER key, the total (the first 
number in the second row) should now be 
smaller than before. 



<S0NG 09> 
PART 

ooi oo^ 




Delete the shaded portion. 



Mm R-IOQ 



I — I 




Song No. 09 after the deletion: 
PART 

001 002 003 004 



00 
PTN 



+ 



01 



00 



+ 



01 



Select the song number (09). 



DELETE 
8-001 


SONG 0_9_ 
= PTN 


Select the starting location (003). 


DELETE 
001: 


SONG 9 
- 3:00 


Select the end location (006). 


DELETE 
3:00 


SONG 9 
- 0JL : 3 




DELETE 
3:00 


READY 9 
- 6:03 


Press the ENTER key. 


DELETE 
4-001 


SONG 0_9_ 
= PTN 



Note that the total number of 
patterns in the song has decreased 
from 8 to 4. 
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11.3 LEVEL CHANGE Commands 



The LEVEL CHANGE commands, LEVEL CHANGE 
SONG and LEVEL CHANGE CHAIN, allow you to 
change the output levels between segments (patterns 
or songs) in a sequence. To activate, select the 
appropriate group and press the fifth COMMAND 
SELECT key (LEVEL CHANGE). The command 
takes you through three steps: 



Parameter 


Range 


Default 


<•> 


Keypad? 


Song/chain number 


Song : 00 ~ 99 
Chain : ~ 9 




Y 


N 


Location 


Location: 




Press the 
ENTER key 
for next bar, 
the BACK 
key for the 
previous one. 


Change in level 


00 ~ Last 
±50 


001 



Y 


N 



Example: 

The following procedure introduces level changes 
between the four patterns left in song No. 09: 

(1) Activate the command and enter (keypad) or 
change ("<" and ">" keys) the song number 
(09). Press ENTER. 

(2) Use the arrow keys to lower the level to "-30" 
at the beginning of the sequence. 

(3) Similarly, increase the level to "+10" for the 
other three patterns. 

(4) Press ENTER to complete the command. 

Note: After you specify a level change for the last 
pattern, the display automatically returns to 
the beginning of the LEVEL CHANGE 
command. You may now press the START 
key to review the results. 



Mill R-lOO 



To"!" 



□ a a 
dec 
a a a 
a a a 



, □□nnnnnC^nn 



Mm R-ioo 




- □nnnnOpn^nn 



inn s-ioo 



Bj p "o D"Lf n""n n n W' 
°. QDOOfiflOfis. 



u 



<S0NG 09> 



The ENTER and BACK keys switch 
through the steps in the order 
indicated and then through the 
segments. 



Select the song number. 




L. CHANGE SONG 
013-001 = PTN 


0.0 
1 


Select the chain number. 




L. CHANGE CHAIN 
005-001 =SONG 


SL 




Select the song number (09). 


L. CHANGE 
4-001 


SONG 0.9 
= PTN 


Select a change of 
first segment. 


"-30" for the 


L. CHANGE 
4-001 


SONG 9 
-3 


Select a change of 
second segment. 


'+10" for the 


L. CHANGE 
4-002 = 


SONG 9 
+ 1 


Select a change of 
third segment. 


'+10" for the 


L. CHANGE 
4-003 = 


SONG 9 
+ 1_Q 


Select a change of ' 
fourth segment. 


'+10" for the 


L. CHANGE 
004-004 = 


SONG 9 
+ 10 


Press the ENTER key. 


L. CHANGE 
4-001 = 


SONG JL 
■ PTN 



PART 

001 


002 
-1 


003 


004 


00 
PTN 

-30 


01 

■ 


00 


01 


i 
+10 


'+10 




'+10 





Note: 

Certain situations limit the full range of the LEVEL 
CHANGE function: 

(a) A repeating increasing or decreasing 
sequence, 

(b) Instruments that are already at their maxi- 
mum levels, and 

(c) A sequence recorded with maximum velocity 
or with the touch sensitivity set to zero. 

One way to ensure adequate room for maneuver- 
ing is to add a drop before any series of rises. 



11.4 TEMPO CHANGE Commands 



The TEMPO CHANGE commands, TEMPO 
CHANGE SONG and TEMPO CHANGE CHAIN, 
allow you to change the tempo between segments 
(patterns or songs) in a sequence. The one for 
chains also allows you to specify the initial tempo — 
for even more pronounced effects. At each point, 
you can slow down (retardando) or speed up 
(accelerando) the tempo by up to 99 beats per 
minute. To activate the command, select the appro- 
priate group and press the COMMAND SELECT key 
(#6). The command takes you through three (four 
for a chain) steps: 



I 1 



si D rJrJrTf o p §8 



- □□□□□□dd; 

a: ■;.;;; ; 



Select the song number. 



T. 



CHANGE 
3-0 1 


SONG 
= PTN 


0JL 



Select the chain number. 


T. CHANGE 
4-001 


CHA 1 N 
= SONG 


JL 




PART NO. 



001 



002 



003 



004 



005 



006 



007 



+ 20 



+ 50 



+50 



+ 20 



-50 



-20 



+ 



J =250 
J =140 
J =40 





J =250 

J =131 
J =40 
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Parameter 


Range 


Default 


<■> 


Keypad? 


Song/chain number 


Song : 00 ~ 99 
Chain : ~ 9 




Y 


Y 


Initial tempo 
(Chain only) 


= OFF, 40 ~ 250 




Y 


N 


Location 
Change in tempo 


001 - Last 
i 50 b.p.m. 


001 



Y 

Pres 

EN' 

for 

the 

key 

prev 


N 
s the 
rER key 
next bar, 
BACK 
for the 
ious one. 



Example: 

The following procedure introduces tempo changes 
between the four patterns in song No. 09: 

(1) Access the command and enter (keypad) or 
change ("<" and ">" keys) the song number 
(09). Press ENTER. 

(2) Press the ENTER key until the second number 
on the second line reads "003". 

(3) Use the arrow keys to lower the tempo to 
"-20" for both "003" and "004". 

(4) Press ENTER to complete the command. 

Note: The display automatically returns to the 
beginning of the TEMPO CHANGE com- 
mand. You may now press the START key 
to review the results. 

Note: The TEMPO CHANGE function cannot 
change the tempo beyond the R-100's range 
of 40-250 bpm. 



mi r-ioo 




p o q n n 



OOQooQpOs 



Select the song number (09). 




T. CHANGE 
4-001 = 


SONG 

= PTN 


9_ 



Select a change of ' 
third segment. 


-20" for the 


T. CHANGE 
004-003 = 


SONG 
-2 


9 


Select a change of ' 
fourth segment. 


'-20" for the 


T. CHANGE 
004-004 = 


SONG 
-2JL 


9 


Press the ENTER key. 


T. CHANGE 
4-001 = 


SONG 
PTN 
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11.5 REPEAT/JUMP Commands — Description 



The REPEAT/JUMP commands, REPEAT/JUMP 
SONG and REPEAT/JUMP CHAIN, allow you to 
repeat or skip over certain sections in a sequence. 
As such, they expand the musical notation available 
to you to include the repeat signs ( i|: and :|[ ), D.S. 
(dal segno), and coda. You may use up to ten of 
each (labelled R0-R9 and J0-J9) per song or chain. 
To access the command, select the appropriate 
group and press the COMMAND SELECT key 
(#7). The command takes you through five steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


Song/chain number 


Song : 00 ~ 99 
Chain : - 9 




Y 


Y 


REPEAT or JUMP 


REPEAT, JUMP 


RE- 
PEAT 


Y 
Pres. 
key 
PEA 
">" 
JUM 


N 

the "<" 
for RE- 
T, the 

key for 
P. 


< 

UJ 

£L 
UJ 

a. 


Starting point 
("FROM") 


001 - Last 


... 


Y 


N 


Ending point 
("TO") 


Starting point — Last 
Last 


... 


Y 


N 


Count 


01-99 


•• 


Y 


Y 


a. 
5 

—> 


Starting point 
("FROM") 


001 ~ Last 


... 


Y 


N 


Ending point 
("TO") 


001 ~ Last 


... 


Y 


N 


Count 


01-99 


•• 


Y 


Y 



In all steps except the first two, pressing the ERASE 
key clears the field to "*«". It used to cancel value 
or commands. 



UlXUr?-100 



I 1 




nnannDOnsn: 



Notes: 

• The REPEAT command requires 
that the number in the "TO" 
field be greater than the one in 
the "FROM" field. There is no 
such restriction for the JUMP 
command. 

• The count for the REPEAT 
command sets the number of 
repeats for the specified section 
after playing it the first time. A 
count of n therefore plays the 
n+1 section times. A count of 
"00" plays once through only. 

• The count for the JUMP com- 
mand, on the other hand, sets 
which playing of the "from" 
segment will the jump occur. 
This is useful when a section 
including the "from" segment is 
repeated a number of times 
before the jump is to occur. A 
count of "01" means the jump 
will occur the first time ti is 
encountered. A count of "02" 
means the jump will be ignored 
the first time through. 

• To eliminate a REPEAT/JUMP 
command, clear the count field 
to "**" by pressing the ERASE 
key and then press the ENTER 
key. The command automatical- 
ly renumbers the subsequent 
REPEAT or JUMP sections. 

• In case the same ending point is 
used for two or more REPEAT 
commands, the R-100 works as 
the example shown at the right. 

• When the REPEAT and JUMP 
commands appear at the same 
segment, the R-100 ignores the 
latter one. 



Select the song number. 



REP/ JUMP SONG 
013-001 = PTN 


OJL 
1 


Select the chain number. 


REP/ JUMP CHAIN 
005-001 =SONG 


JL 



Select REPEAT or JUMP. 


REP/ JUMP SONG 
REPEAT 





Select the starting point.(01) for the 
REPEAT command. 


REPEAT SONG 
R : F r 0J_T o 1 : 




* * 


Select the ending point (04) for the 
REPEAT command. 


REPEAT SONG 

R0:Fr00ITo00i: 



* * 


Select the count (01 ) for the 
REPEAT command. 


REPEAT SONG 
R0:Fr001To004: 



1 


Select the starting point (09) w 
the cursor on the "count" para 
meters, for the JUMP comman 


ith 
i. 


JUMP SONG 
J : F r _9.T o * * * : 



* * 


Select the ending point (01) fo 
JUMP command. 


r the 


JUMP SONG 
J0:Fr009To0 0J_: 




* * 


Select the count (02) for the JUMP 
command. 


JUMP SONG 
J0:Fr009To001 : 



0.2 




REPEAT SONG 
R0:Fr004To005:03 




REPEAT SONG00 
R1 :Fr004To005:05 



Playback 

003~005: three times 

004 ~ 005: three times 



REPEAT SONG 
R0:Fr003To005 



2 




JUMP SONG 
J0:Fr005To001 



1 
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Example (REPEAT): 

The REPEAT shown at the right changes the original 
8-pattern song into a 13-pattern one: 001, 002 003 
004, 005, 006, 002, 003, 004, 005, 006, 007, 008. ' 

Example (JUMP): 

The JUMP shown at the right adds an alternate 
ending to the above REPEAT; 001 002 

003,004,005,006,002,003,004,007,008 ' 



ELIMINATING A REPEAT OR JUMP. 



The old R1 moves to RO. 



REPEAT SONG 5 

R0:Fr002ToQ06 : 1 



PART 

001 



002 



003 



004 



005 



006 



007 



008 



J UMP SONG 5 

J0:Fr004To0 7:02 





REPEAT SONG 
R0:Fr009To001 



2 




Press the ERASE key. 






REPEAT SONG 
R0:Fr009To001 




* * 




Press the ENTER key to eliminate 
the current REPEAT (R0). 




REPEAT SONG 
R1 :Fr***To*** 




* * 




The displays change as follows 




/ 


REPEAT SONG 
RO : Fr***To*** : 




* * 




R1 becomes blank: 




REPEAT SONG 
R0.Fr004To010: 



3 



PART 
001 



rr 



002 



003 



12. 



004 



005 



006 



007 



008 
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11 JB RfePEAT/JUWP Commands - Example 



The following example uses the REPEAT and JUMP 
commands to create the rhythm pattern shown at 
the right as Song No. 10: 

(1) Use the BUILD SONG command to link the 
thirty patterns into a linear sequence. 

(2) Access the REPEAT/JUMP command with the 
COMMAND SELECT key (#7) and enter the 
specifications for the three repeated sections. 



(See displays at 
right.) 



Remember: The section always plays at least once, 
so the count is the number of repeats, 
after the initial playing. 



Repeat # 


FROM 


TO 


Count 


RO 


001 


002 


3 


R1 


011 


022 


1 


R2 


027 


028 


4 



Jump # 


FROM 


TO 


Count 


JO 


026 


015 


01 



(See displays at 
right.) 



(3) Next, create the D.S. after pattern 026, using a 
JUMP from 026 to 01 5. 

(4) Finally, create the coda. The only problem 
here is the count. You want the machine to 
play pattern 019 once for the repeat and again 
for the D.S. The jump therefore must not 
occur until the third time through. 



(See displays at 
right.) 



At this example shows, the REPEAT/JUMP com- 
mands allow you to handle even the most compli- 
cated rhythm combinations. 



Jump # 


FROM 


TO 


Count 


J1 


019 


027 


03 



SONG 10 
PART NO. 
RO 

001 002 



•*+■ 



003 



004 



005 



006 



007 



Repeat 4 t imes 




025 



026 



D.S. 



"Play XX times" means play the 
number of times specified. 
D.S. (dal segno) means continue 
from the sign ■&■ . 
"To <•$•)" means finish with the 
coda (•$*. 



•^•Coda R2 

|j 027 | 028 


029 

II 1 


030 | 




i 
Repeat 5 1 imes 

RO 


II l 






REPEAT 
R : F r 


SONG 
1 To 2 


1 
: rjj. 




R 1 








REPEAT 
R 1 : F r 1 


SONG 
1 To 2 2 


1 
1 




R2 








REPEAT 
R 2 : F r 2 


SONG 
7 T o 2 8 


1 
: 4 




JO 








J UMP SONG 
J0:Fr026To015 


1 
: 1 



J l 






JUMP 

J 1 : F r 


SONG 
9 To 2 7 


1 
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Notes: 

1. Clearing only one of the "FROM" or "TO" fields 
is sufficient to cancel the REPEAT/JUMP com- 
mand. 

2. The machine automatically adjusts the "FROM" 
and "TO" fields whenever you use the INSERT 
or DELETE commands. 

3. The repetition covers not only the individual 
segments (patterns or songs), but also any 
LEVEL CHANGE or TEMPO CHANGE specifi- 
cations associated with them. You must there- 
fore check the results carefully to make sure that 
such combinations do not produce undesirable 
side-effects. 

4. If you press the CONT. START key, the machine 
continues from the first repetition of the particu- 
lar segment. 



11.7 COPY Commands 



The COPY commands, COPY SONG and COPY 
CHAIN, allow you to copy a song or chain to 
another location so that you can edit the result 
rather than starting from scratch. To access, select 
the appropriate group and press the COMMAND 
SELECT key (#8). The command takes you 
through three steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


Song/chain number 
(source) 


Song : 00 ~ 99 

Chain : - 9 


(•) 


Y 


Y 


Song/chain number 
(destination) 


Song : 00 ~ 99 
Chain : ~ 9 


(*) 


Y 


Y 


READY 


Press the ENTER key to proceed, 
the BACK key for the previous field. 



Error Message 

In certain cases, the copy will fail and produce the 
error message MEMORY OVERFLOW instead. This 
message tells you that there is not enough memory 
space left to store the result. Free some space by 
deleting unnecessary chains or songs. 



MKSI FI-lOO 






o o d o n n 



d a a 
a i*i o 
Si 



npnnooOQsn: 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. In particular, pressing 
the BACK key when the message 
COPY READY appears takes 
you back to the destination 
specification step. 



Select the source. 




COPY 

SONG * * = * 


* 


Select the source. 


COPY 

CHAIN * = 


* 


Select the destination. 


COPY 

SONG 00 = * 


* 


Check the specifications. 


COPY 

CHAIN = 


* 


Check the specifications. 


COPY READY 
SONG 00 = 9 







COPY READY 
CHAIN = 


9 


Return to CALL command. 


CALL CH A 
ROCK' N ROLLS 


1 N _9_ 



12. Editing a Song or Chain with the 
OVERDUB Command 



12.1 OVERDUB Command — Description 



The OVERDUB command allows you to record one 
instrument as part of the song or chain — this is very 
useful for creating variations in an otherwise repeat- 
ing pattern. To access, select the FUNCTION group 
and press the COMMAND SELECT key (#1). The 
command takes you through five steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


SONG or CHAIN 


SONG/CHAIN 


SONG 


Y 


N 


Song/chain number 


Song : 00 ~ 99 
Chain : ~ 9 




Y 


Y 


Starting location 


001 ~ Last 


001 


Y 


N 


Instrument 


SD1 -CHINA 

(One of the 24 
instruments} 


CRS1 


Instrument 
pads 1-8 


ERROR CORRECT 


1/4,1/6,1/8.1/12 

1/16,1/24,1/32,1/48 

1/64,1/96.1/192 


1/16 


Y 


N 



After completing the specifications, press either the 
START key (to start at the beginning of the song or 
chain) or the CONT. START (to start at the "start- 
ing location"). 

Note: At this point, all eight instrument pads are 
connected to the same sound source. To 
delete a note, however, you must use the 
one with the appropriate label. 

The recording stops automatically when the song or 
chain reaches the end and the message END SONG 
or END CHAIN appears on the display. You can 
also stop at an intermediate point simply by press- 
ing the STOP key. In either case, the command 
then returns you to the first step: choosing SONG 
or CHAIN. 

As with REALTIME recording, you can set tuning 
and panning for each note in the OVERDUB track. 



Song or 
chain 

OVERDUB 

track 

(single 

instrument 

only) 



■A - 



I - 



. | -J3fl . ^3.,J rL 



tmn R-KX3 



I 



D D D 



Odd 
D □ □ 

Did 
old 



-' nnnnnOnn:-n 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



MRU R-lOO 



5 If D ] D D 



odd 
d d d 
add 

d d d 

■H3fi 



- □□□noonnson 



You can use all eight instrument 
pads to record. 

The values of TUNE and 
PAN automatically depend 
upon each instrument pad. 




-' nnnnara 

o: ; r ; ; ; 



□ □ 



To erase, however, you must use the 
ERASE key and the one with the 
label for that instrument. 



Select SONG or CHAIN. 



OVERDUB 



SONG * * 



Select the song number. 



OVERDUB 
D ANC I N' 



SONG 
FOO' 



0JL 



Select the starting location. 



OVERDUB 
1 3 — 0J_ 



SONG 
CRS 1 



Select the instrument. 



OVERDUB 
13-001 



SONG 
CRS 1 



OVERDUB SONG 
E. CORRECT 




1/16 



Begin overdubbing. 



OVERDUB 
13-001 



SONG 
C RS 1 



Reach the end. 



END 



SONG 



Return to the first step. 



OVERDUB 



SONG * * 
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122. OVERDUB Command - Example 



The following procedure shows how you can use 
the OVERDUB command to simplify song construc- 
tion. 

You may find yourself using the drum machine for 
a rhythm sequence such as the one shown at the 
right. Each bar uses the same basic pattern for the 
snare drum, bass drum, high hat, etc., and only the 
position of the cymbal crashes changes. Although 
the COPY command makes it easy to develop the 
variations from the original, the process still takes 
time, and you have to then combine the individual 
patterns into a song. The OVERDUB command 
provides an alternative: First, you record the basic 
sequence and then you add the cymbal crashes as 
a separate track. (See second score at right.) 



Score 1. 



WWJ 



2Z&- 



-mst 



f 
$ 



VZ&r 



H 



The three shaded bars share the same basic rhythm pattern as the 
others and differ only in the placement of the cymbal crashes. 
One approach would be to construct separate a pattern for each 
Alternatively, you can use the OVERDUB command to separate 
the basic rhythm from the cymbal crashes. 



Score 2. 



SONG 



OVERDUB 
track 




SONG 



OVERDUB 
track 



SONG 



OVERDUB 
track 
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If the basic rhythm remains constant throughout, 
the REPEAT/JUMP command allows you to repeat 
the basic sequence for the bulk of the song — in this 
example, 15 times — and a second one for the last 
bar. (See third score and display at right.) You can 
then use the OVERDUB command to add the 
cymbal crashes. 

Note: The OVERDUB track is linear and complete- 
ly separate from the song (or chain). It gets 
longer with every repetition in the original, 
so the net effect is the same as if the original 
were completely linear — that is, without 
repetitions or jumps. 

WARNING: 

Notes recorded using the OVERDUB command 
use twice as much memory as those recorded in a 
PATTERN. Excessive use of the OVERDUB com- 
mand can limit the amount of space to store other 
patterns, songs, and chains. 



Score 3. 



SONG 
NQ 10 



F T 

15 times 



This song produces 
this result: 



CALL 

002-001 


SONG 
= PTN 


1 





REPEAT 
R : F r 


SONG 
T o 1 : 


1 
1 4 



SONG 



OVERDUB 
track 



SONG 



OVERDUB 
track 



f , T 



55 



123 Erasing the OVERDUB Track 



The ERASE key erases the entire OVERDUB track. 

Procedure: 

(1) Access the OVERDUB command. 

(2) Select whether SONG or CHAIN, then the song 
or chain number. 

(3) Press the ERASE key. 

(4) When the message ERASE READY appears, 
press the ENTER key to proceed, the BACK 
key to cancel. 

Notes: • In either case, you return to the first step 
of the OVERDUB command. 
• You can change instruments, without 
erasing the OVERDUB track. The track 
will now be played by the new instru- 
ment. 

WARNING: 

The R-10O automatically erases the OVERDUB 
track if you use any command — INSERT, DELETE, 
or REPEAT/JUMP - that changes length and there- 
fore destroys the synchronization. 



I 1 



°g OT 0" D u te 



OflL 

odd 
POO 

ODD 



'J 




Select SONG or 


CHAIN. 




OVERDUB 


S ONG 


* * 


Select song or chain number. 


OVERDUB 
NORMA L 


SONG 
8 BEAT 


o_9_ 


Press the ERASE key. 


OVERDUB 
ERASE 


SONG 
READY 


9 



Press the ENTER key. 

\ 
Return to the start of the 
OVERDUB command. 



OVERDUB 



SONG * * 
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13. MIDI Operation 



ill The MIDI Interface 



The letters MIDI stand for the Musical Instrument 
Digital Interface, an internationally recognized 
standard interface for electronic musical instru- 
ments, personal computers, and other equipment. 
You can connect equipment from various manu- 
facturers provided that each complies with the 
MIDI standard. 



132 Setting Channel 



To play your R-100 from a keyboard, synthesizer, 
personal computer, or other suitably equipped MIDI 
device, you must first use the MIDI CH command to 
make sure that the R-100's receiving (MIDI IN) 
channel is the same as the device's sending (MIDI 
OUT) channel. (See Section 13.3 for the MIDI 
OUT channel.) The command takes you through 
three steps: 



Parameter 


Range 


Default 


<,> 


Keypad? 


Direction (IN/OUT) 


IN, OUT 


IN 


Y 


N 


OMNI mode (ON/OFF) •' 


ON, OFF 


ON 


Y 


N 


MIDI IN channel •' 


1 ~ 16 


1 


Y 


N 



Note: These settings remain in effect even after 
the power is removed. 

Notes: 

1. When the OMNI mode is ON, the R-100 receives 
on all channels. There is therefore no need to 
specify a MIDI IN channel. 

2. This step tells the R-100 which channel to 
receive on when the OMNI mode is OFF. 



MIDI IN 



G J- 



; -' ' g S B 

Ann a '6 '6 

C .<"£ 
D 3fi 



nmanppnsn: 




5: ngpnDPpO= 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



t MIDI 


OUT 










K3 
























1 






K3" 1 




OOMPUTER 

1 j 












etc. 



Select MIDI I Nor OUT. 



MIDI CHANNEL 


1 N. 


Select OMNI ON or OFF. 


MIDI CHANNEL 
OMN 1 ON 


1 N 


If OMNI is OFF, select MIDI 
channel number. 


MIDI CHANNEL 
OMN 1 OFF 1 


1 N 
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Example: Set the MIDI IN channel to "3". 

(1) Press the GROUP SELECT key until the LED 
next to FUNCTION lights. Then press the 
COMMAND SELECT key (#2). 

(2) Press the ENTER key to select MIDI IN. 

(3) Press the "<" or ">" key to set the OMNI 
mode to OFF. (When OMNI mode is ON, the 
R-100 receives on all channels.) 

(4) Use the "<" and ">" keys to change the 
channel number to "3". Press the ENTER key 
to store the change. 



luaai RiDD 



«=D 




Access the MIDI CH command. 



MIDI 


CHANNEL 


OUJ 


Use the "<" or ">" key to change 
to MIDI CHANNEL IN. 


MIDI 


CHANNEL 


1 N. 


Use the "<" or ">" key to turn the 
OMNI mode OFF. 


MIDI 
OMN 1 


CHANNEL 
OFF 


1 N 


Use the "<" and ">" keys to 
the channel number. 


change 


MIDI 
OMN 1 


CHANNEL 
OFF : j_ 


1 N 


Press the ENTER key. 


CALL 
BAR 


PTN 0_0_ 
2 4 


/0 4 



33.3 Setting the MIDI OUT Channel 



To send data from your R-100 to a personal com- 
puter, synthesizer, or other suitably equipped MIDI 
device, you must first use the MIDI CH command to 
make sure that the R-100's sending (MIDI OUT) 
channel is the same as the device's receiving (MIDI 
IN) channel. The command takes you through 
three (POLY mode) or four (MONO mode) steps. 
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MIDI 



OUT 



KUftl TC-lOO 

■j-:v- !.- r- ..• :- ■; *; ._- i.i i'i 


-. i OTINJI.UUU 



MIDI IN 



K3 



K3 m 







OOMHJTER 

I I 


I'" 







Parameter 


Range 


Default 


<■> 


Keypad? 


Direction (IN/OUT) 


IN, OUT 


IN 


Y 


N 


POLY/MONO select •' 


POLY, MONO 


POLY 


Y 


N 


POLY OUT channel 


1 ~ 16 


1 


Y 


N 


Instrument (MONO mode) 


BOI ~ CHINA 




Instrument 
pads 


MONO OUT channel 


1 - 16 


1 


Y 


N 



Note: These settings remain in effect even after the 
power is removed. 

Note: The MONO mode allows you to specify 
different channel for individual instrument. 
The POLY mode sends all instrument signals 
over the same channel. 

Procedure: 

(1) Press the GROUP SELECT key until the LED 
next to FUNCTION lights. Then press the 
COMMAND SELECT key (#2). 

(2) Use the "<" or ">" key to select MIDI OUT. 

(3) Use the "<" or ">" key to switch between 
POLY and MONO modes. 

(4) (MONO only) 

Press the pad for the instrument. 
Use the "<" and ">" keys to change the 
channel number. Press the ENTER key to store 
the change. 

• Repeat steps (3) for the other instruments. 

(POLY only) 

Use the "<" and ">" keys to change the 
channel number. Press the ENTER key to store 
the change. 



o a a 
a a a 

818 



QOPDQQQQ-o 



a 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



LWil R-1O0 




[MONO model 

MS&liR-lOO 

g — r- t- - - ~ i- — : a a 

5|" d"d Lf n" c" n n n j§| 



[POLY mode] 



MUlFt-lOO 



DflO 




gi Ti) dTdI G #g 



Select MIDI IN or OUT. 



MIDI 


CHANNEL 


OUT 


Select POLY or MONO mode. 


MIDI CHANNEL OUT 
POLY/MONO MONO 


Select POLY channel numbe 




MIDI 
POLY 


CHANNEL 
1 


OUT 


Select instrument for MONO 


mode. 


MIDI 
MONO 


CHANNEL 
COWB 


OUT 
1 


Select MONO channel numbe 


r. 


MIDI 
MONO 


CHANNEL 
COWB 


OUT 
1 



Access the MIDI CH command. 


MIDI 


CHANNEL 


1 N. 


Use the "<" or ">" key to 
to MIDI CHANNEL OUT. 


change 


MIDI 


CHANNEL 


oux 


Use the ' 
between 


<" or ">" key to switch 
POLY and MONO modes. 


MIDI 
POLY 


CHANNEL OUT 
/MONO MONfi 


(MONO mode) 

Select the instrument with a 


pad. 


MIDI 
MONO 


CHANNEL OUT 
AGOG : 1 


Use the "<" and ">" keys 
the channel number. 


to change 


MIDI 
MONO 


CHANNEL OUT 
AGOG : 5 


(POLY mode) 

Use the "<" and ">" keys 

the channel number. 


to change 


MIDI 
POLY 


CHANNEL 
2 


OUT 
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13.4 MIDI IN and MIDI OUT Commands 



The MIDI IN and MIDI OUT commands allow you 
to control the types of information sent or received 
through the MIDI interface. You can, for example, 
turn the send or receive functions ON and OFF and 
change the KEY NO. assignments. (See Sections 
13.5-13.8 for the latter.) The commands take you 
through four (MIDI OUT) or five (MIDI IN) steps: 



Parameter 


Range 


Default 


<•> 


Keypad? 


Key information 


ON/OFF 


ON 


Y 


N 


Velocity 


ON/OFF 


ON 


Y 


N 


Volume *' 


ON/OFF 


ON 


Y 


N 


Program No. 


ON/OFF 


ON 


Y 


N 


Key No. 


See Sections 13.5 - 13.8. 



Note: 



Note: 



These settings remain in effect even after the 
power is removed. 

The R-100 cannot send VOLUME data. It 
can only receive it. 



(MIDI IN COMMANDS) 



MHIR-1CX] 



= D 0- D 



d a a 

a a a 
aaa 

a a a 
■n^2 



nnn~nn 



(MIDI OUT COMMANDS) 




□□□ 






Odd 
old 



nnnnnnnnsn 



a 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 




HM4/6S1K 



nnpnnnnninn 



The "<" and ">" keys switch 
between ON and OFF. 



Turn KEY INFORMATION ON and 
OFF. 


MIDI IN 
KEY INFO. 


ON 


Turn VELOCITY ON and OFF. 


MIDI IN 
VELOCITY 


ON 


Turn VOLUME ON and OFF. 


MIDI IN 
VO LUME 


ON 


Turn PROGRAM NO. ON and OFF. 


MIDI IN 
PROGRAM 


ON 


Adjust key numbers. 
(See Sections 13.5-13.8.) 


MIDI IN 

KEY. NO 0: ** 


* * 
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"13.5 MIDI IN Key Numbers - Description 



The final step of the MIDI IN command allows 
you to assign the key numbers 0-127 to various 
instruments. You can also assign separate 
numbers to different TUNE and PAN combina- 
tions for the same instrument — in which case, 
you might want to group the numbers together. 
When it leaves the factory, your R-100 contains 
the assignments shown in the chart in Section 
13.6. 



13.6 MIDI TN Key Numbers - Example 



CO 



IIIIIIIIIIIMIIIIIIIIIIIIIIIIIIIIIIHITTIITM 

CI C2 C3 C4 C5 C6 C7 



CI 
I 
I 



61-key keyboard (Kawai K3, for example) 
88-key keyboard (Kawai EP-308M, for example) 



TUNE 


-8 


/ 


-8 


-3 


/ 


+ 7 


-3 


+ 2 


/ 








/ 











/ 








A 











PAN 


+ 3 


A 








/ 











/ 








A 





+ 7 


+ 7 


/ 


+ 2 


-4 


A 


-4 


7 










20 


22 






25 




27 






3C 




32 


34 






37 


39 






42 




14 




46 






49 


51 








54 


56 




58 






CRASH 
1. LO 






BD3 


BD3 






SD3 
HI 


SD2 
LO 


SD2 

HI 






BD3 


SD3 






CUPS 


HI 
CUDSE 


HI 
OPEN 






CRASH 

1 


CRASH 
2 






RIDE 
1 


RIDE 
2 


CHINA 






BD2 
LO 


B 

L 


32 



B( 

L 


)2 

3 


BD1 
LO 


Bl 

L 


31 


BC 

L 


)1 
D 


SD1 
LO 


SD1 
LO 


S 

H 


D1 
1 


B! 


32 


BD1 


SC 


)1 


SC 


>2 


TOM 
HI 


TOM 
HI 


TC 
M 


M 
D 


TC 
M 


)M 
D 


TOM 
LO 


TO 
LC 


M 
) 


CON 
H 


h 

GA 


CONGA] CONG/ 
1 L ° 





19 


21 


23 


24 


26 


28 


29 


31 


33 


35 


36 


38 


40 


41 


43 


45 


47 


48 


50 


52 


53 


55 


57 


TUNE 


-8 


-6 


-3 


-8 


-6 


-3 


-3 


-2 


+ 1 














+ 5 





+ 4 





+ 4 





+ 3 





-4 


PAN 









































-7 


-4 


-2 


+2 


+ 4 


+ 7 


-2 





+ 2 



SCALE CO 



C I- 



•C2 
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TUNE 








/ 


+ 7 







+ 7 





-5 


/ 


-2 


-8 


X 


-6 


-4 


-2 


A 


+ i 


+ 3 




+ 6 




PAN 


-7 





/ 










-2 





+ 2 


/ 


+ 2 


+ 2 













/ 













/ 



bb 




b8 






61 


63 








56 




68 




70 






73 


75 






78 


80 82 


85 87 90 92 






RIDE 


CH 1 






AGOGO 


AGOGO 






TIIW£ 


TlM£tt£ 


T1M6ALE 






CRASH 


CRASH 






OAVES 


OAVES 


OAK 






CLAVE 


OAVES 






OAVES 






2 


-NA 






HI 








HI 




LO 






l.LO 


1.LO 






LO 


LO 


LO 






HI 


HI 






HI 








CONGA 


SHA 


KER 


SHA 


(ER 


SHAKER 


ow 


a 


cow 


BL 


CLAPS 


CLAPS 


cu 


PS 


TAHB 


TAHB 


OAVES 


OAVES 


OAVE 


OAVES 


OAVES 


OA\B 


OAVES 


OAVES 


OAVES 


OAVES 








LO 


HI 




LO 


HI 




H 1 




LO 




HI 


LO 


LO 


LO 


LO 


LO 




HI 


HI 


HI 


HI 







57 59 60 62 64 65 67 69 71 72 74 76 77 79 81 83 84 86 88 89 91 93 



TUNE 


-4 


+ 2 





-2 


+ 5 





+ 2 





-1 





+ 2 


-8 


-7 


-5 


-3 


-1 





+ 2 


+ 4 


+ 5 


+ 7 




PAN 


+ 2 


























+ 2 


+ 2 



































SCALE C3 



C4-- 



C5 



(1) Press the MIDI IN COMMANDS key and then 
use the ENTER key to reach the MIDI IN KEY 
NUMBER DISPLAY. 

(2) Use the ENTER and BACK keys to change the 
key number. 

(3) Press the pad for the desired instrument. 

Press the MULTI key and adjust the TUNE and 
PAN parameters for the instrument. 

(4) Press the instrument pad again to store the new 
assignment. 

• Repeat steps (2) through (4) for other combina- 
tions. 

Note: To cancel an assignment, press the ERASE 
key — to change the field to "****" — 
instead of an instrument pad at step (3). 



9=2 




□n 



a a a 
o o o 

D O O 

o5o 
■nffi 



G D n 

'■■■■■■■■ --Q 




UBIR-IOO 








bid"d 0" 












DP D" 











2 pfipppppp 



MIDI IN command key assignment 
display: 



MIDI IN 
KEY. NO 



Use the ENTER and BACK keys to 
change the key number. 



MIDI IN 
KEY. NO 



1 2 



T* T* *F f* 



Select the desired instrument with 
the appropriate pad and adjust 
with the MULTI programming 
function. 



MIDI IN 
KEY. NO 



1 2 



S D_3_ 



Press the instrument pad second 
time to store. 



MIDI IN 
KEY. NO 



1 3 
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13.7 MIDI OUT Key Numbers 



The final step of the MIDI OUT command allows 
you to assign a key number to each of the R-100's 
twenty-four instruments. This facility is handy for 
sending data to a sequencer, personal computer, or 
other similar MIDI device. Unlike the MIDI IN 
command, however, it does not allow you to assign 
separate numbers to different TUNE and PAN com- 
binations for the same instrument. 
When it leaves the factory, your R-100 contains the 
assignments shown in the chart in Section 13.8. 



Example: 

(1) Press the MIDI OUT COMMANDS key, then 
use the ENTER key to reach the MIDI OUT 
KEY NUMBER display. 

(2) Press the pad for the desired instrument. 

(3) Use the "<" and ">" keys to change the key 
number. 




The ENTER and BACK keys switch 
through the steps in the orde.r 
indicated. 



MWIf 3-TO O 

sgD D DTD" 



a a a 
o o o 



□□□□□POP 2 DD 



;□[ 







-— r =- - - « r » - ° a a 

siFjlXiUJj. J§1 
l[ QPDQflpCOiPPc 



M?M R-lOO 



Bi'JXDjjJJ. 1^ 

*■■. .. _ „ _. _ ._ n □ 5 

! : Q30QQD00~P[J 
0: ■ • ; "a 



MIDI OUT command key assign- 
ment display: 



MIDI 
KEY. 


OUT 
NO 


BD 1 


3i 


Select the instrument 
appropriate pad. 


with the 




MIDI 
KEY. 


OUT 
NO R 


1 D 1 


5 4. 


Use the "<" and ">" 
the key number. 


keys to change 


MIDI 
KEY. 


OUT 
NO R 


1 D 1 


5.3. 


Press the ENTER key 


to store. 




CALL 
BAR 


PTN 
1 


OJL. 

4/0 4 
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13J8 MIDI OUT Key Numbers (Factory Settings) 



KEY NO. 



37 39 



42 44 46 



49 51 



54 56 58 































BD3 


SD3 






CUPS 


HH 
CUBE 


HH 
OPEN 






CRASH 

1 


CRASH 
2 






RIDE 
1 


RIDE 
2 


CHINA 


































BD2 


BD1 


SD1 


SD2 




TOM 






TOM 
MID 






TOM 
LO 






CONGA 







KEY NO. 



36 39 40 41 43 45 47 49 50 52 53 55 57 59 



KEY 


NO. 










61 


63 






66 




68 


70 






73 




75 






78 


80 




32 






85 




8" 








90 


92 




34 














AGCQ3 








TIMBALE 


















































SHA 


<a 








COW 


BELL 














TAMB- 
OURINE 


















OAVES 



















KEY NO. 



60 62 64 65 67 69 71 72 74 76 77 79 81 83 84 



89 91 93 95 
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13.9 Sample MIDI Applications 



Using the R-100 as a Slave 

(1) Connect the MIDI OUT jack of the synthesizer, 
sequencer, or similar device to the R-100's 
MIDI IN jack with a MIDI cable. 

(2) Set the R-100's MIDI IN channel to the same 
number as the sending device's MIDI OUT 
channel. 

REALTIME Recording From a MIDI Keyboard 

(1) Connect the R-100 to the MIDI keyboard and 
make sure that both are set to the same MIDI 
channel. 

(2) Use the R-100's GROUP SELECT and second 
COMMAND SELECT keys to activate the 
REALTIME REC. command. 

(3) Use the keypad as well as the "<" and ">" 
keys to specify the pattern number, number of 
bars, time signature, metronome speed, and 
ERROR CORRECT parameter. 

(4) Press the START key and begin recording. (See 
Section 13.6 MIDI IN Key Number - Descrip- 
tion for the key assignments.) 

Note: If you use a Kawai K-3 or other keyboard 
with touch sensitivity, the R-100 also rec- 
ords the key velocity of each note. 

Note: Never use drumsticks to play the synthesizer 
or the R-100! However you can play the 
R-100 from MIDI drumpads. 



MIDI 



¥^ 



V_4S- 



R -100 



MIDI out jack 




Kawai K-3 or other 
MIDI synthesizer 



<REALTIME recording> 




5: pdpppppp=:[ 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



m»u R-100 



V; 



D D D D D 



n&OOPDOCsnn <» 



Access the REALTIME REC. 
command. 



RE A L : NEW 
BAR 1 


PTN 8 JL 
4/0 4 


Set the parameters 
REALTIME REC. 


(See Section 6.2 
Command.) 


real: NEW 
BAR 4 


PTN 2 8 
3/0 4. 


Press the START key. 


REAL 

BAR 4-0 


PTN 2 8 
1 3/0 4 



See Section 13.6 MIDI IN Key 
Numbers — Description for the 
relationships between keys and 
R-100 instruments. 
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STEP Recording From a MIDI Keyboard 

(1) Connect the R-100 to the MIDI keyboard and 
make sure that they are using the same MIDI 
channel. 

(2) Use the R-100's GROUP SELECT and third 
COMMAND SELECT keys to activate the 
STEP R EC. command. 

(3) Use the keypad as well as the "<" and ">" 
keys to select the pattern number, number of 
bars, time signature, and BAR CORRECT 
parameter. 

(4) Press the pad for the instrument. 

(5) Press the START key. 

(6) Use keys 36-48 and 60-72 on the MIDI key- 
board to record the rhythm pattern. 

Note: If you use a keyboard with touch sensitivity, 
the R-100 also records the key velocity. 

Note: These keys assignments cannot be changed. 



37 



39 



42 



46 



49 51 



t 



J 



<STEP recording> 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



5§ p p Bin "n n jr iss. 

□□□onnnftgn 



54 56 



58 



63 



36(d 



J 



38 



40 



I 



Access the STEP REC. command. 



STEP 
BAR 


: NEW 
1 


PTN 12 
4/0 4 


Set the parameters. (See Section 
6.4 STEP REC. Command.) 


STEP 
BAR 


: CONG 
4 


PTN 
6 


2 7 
8 


Press the START key. 


STEP 
BAR 


: CONG 
4-01 


PTN 
6 1 


2 7 
8 



The notes values are assigned to the 
following keys on the MIDI key- 
board. 



66 68 



70 



43 45 47 48(0 50 52 53 55 57 59 600 52 



J 



64 



65 67 



69 



72(C)) 



14. SYNC Command 



14 J Introduction 



The SYNC command enables a choice of synchroni- 
zation sources: the internal clock (INT) or one of 
four types of external sources (EXT): MIDI, TAPE, 
DIN, or CLOCK. There are three steps: 



Parameter 


Range 


Default 


<•> 


Keypad? 


Internal or external 


INT, EXT 


INT 


Y 


N 


IEXT] 

Type of synchronization 


MIDI, TAPE, 
DIN, CLOCK 


MIDI 


Y 


N 


(EXT CLOCK] 
Time base 


= 24,48,96 


24 


Y 


N 



MS9I R'lOO 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Internal or external 



SYNC 



I NT/EXT 
I NT 



[EXT) Type of synchronization 



SYNC EXT 

MIDI 



tEXT CLOCK] Time base 



SYNC EXT 

T I ME BASE = 2± 



14.2 INT - Internal Clock 



Choosing INT tells the R-100 to use its internal 
clock for timing. The R-100 can also provide 
synchronization signals from its internal clock to 
external devices. 

Procedure: 

(1) Connect the device to one of the three output 
jacks provided: MIDI OUT, DIN OUT, or 
CLK OUT. 

(2) Select internal synchronization (INT). 

(3) Adjust the external device that it accepts 
external synchronization signals. 

(4) Press the R-100 START key. 



MIDI OUT 



Ml 



•©©©•© 



D\\ IN 



Drum machine, 
sequencer, etc. 



DIN OUT 



•©©©• 



DIN,. IN 



Drum machine, 
sequencer, etc. 



CLK 



•©©©•© 



OUT 



CLKJlN 



Drum machine, 
sequencer, etc. 
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143 MIDI SYNC 



Choosing EXT allows the R-100 to accept synchro- 
nization signals from external devices. One possible 
signal is MIDI timing clock messages from a se- 
quencer, personal computer, or similarly equipped 
MIDI device. 

Procedure: 

(1) Connect the device to the R-100 in the manner 
shown at the right. 

(2) Select external synchronization (EXT). 

(3) Select a MIDI source. 

The R-100 starts playing when the external 
device does. 

Note: The external device can also tell the R-100 
which rhythm pattern to use and where to 
start. 



MIDI 



•©©©•© 



Tci] OUT 



Drum machine, 
sequencer, etc. 
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14.4 TAPE SYNC 



The R-100 can record sync tone onto tape for 

subsequent synchronized playback. 

Choosing TAPE selects synchronization to this tone. 

Recording the Timing Signal: 

(1) Connect the tape recorder to the R-100 in the 
manner shown at the right. 

(2) Select a pattern, song, or chain. 

(3) Select internal synchronization (INT). 

(4) Make sure that the R-100 is not playing back, 
then set the tape recorder to RECORD and 
PAUSE. 

(5) Adjust the tape recorder's recording level, 
(about +3 dB) 

(6) Start the tape recorder, wait a few seconds, and 
then press the R-100's START key. 

(7) When the R-100 finishes, stop the tape recorder. 



Synchronizing with the Tape: 

(1) Connect the tape recorder to the R-100 in the 
manner shown at the right. 

(2) Select external synchronization (EXT) and 
TAPE input. 

(3) Start the tape recorder playback. 

(4) Press the R-100 START key after the steady 
tone appears, but before it turns into an alter- 
nating one. 

The R-100 starts playing when the tone changes. 

Note: It may take some trial & error to get the 
levels adjusted for proper operation. 



TAPE 


OUT 






line) in 


•©©©•© ©J 

:■■ P GO OOC 




- 








J Co) © O O SJ 

"> a a h n h 






H 1 










/ 











MTR, Tape recorder 



TAPE/CLK | IN 








LINE j OUT 










•©©©•© Jo© 

-:-.-■ 6 OB of© 5© 


goo © 










BlalS 

H* — =1 














/ 







Sample setup 



TAPE/CLK 1 IN 



S © • © _© o o © e o s .; 

'.<■- ■:■; l; o e o o o o © 6 



LINE OUT 



J L 



ssrsis 



5* 



Synthesizer, guitar, etc. 



69 



14.5 CLOCK SYNC 



Choosing CLOCK synchronizes the R-100 to an 
external clock source. 

Procedure: 

(1) Connect the device to the R-100 in the manner 
shown at the right. 

(2) Select external synchronization (EXT) and 
CLOCK input. 

(3) Select the time base (24/48/96). Consult the 
manuals for your other equipment to determine 
which setting is best. 

The R-100 starts playing when the external 
device does. 



TAPE/CLK 



\ IN 



CLK OUT 



Drum machine, 
sequencer, etc. 



14.6 DIN SYNC 



Choosing DIN synchronizes the R-100 to any ex- 
ternal device using DIN SYNC timing. 

Procedure: 

(1) Connect the device to the R-100 in the manner 
shown at the right. 

(2) Select external synchronization (EXT). 

(3) Select a DIN source. 

The R-100 starts playing when the external 
device does. 



SYNC 


IN 




-•-'■"' 'Q 2 T S w C I *? ■■ J Z 


i 



SYNC OUT 



Drum machine, 
sequencer, etc. 
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14.7 TttftiNfe ADJUST Feature 



The TIMING ADJUST feature allows you to adjust 
the R-100's timing relative to the external device 
(MIDI, TAPE, DIN, or CLOCK). Each step corre- 
sponds to 1/24 note. 





Rang* 


Default 


<■> 


Keypad? 


TIMING ADJUST 


_9 ~ - +9 





Y 


N 



Procedure: 

(1) Connect the two instruments using one of the 
procedures in Sections 14.2-14.6. 

(2) Start the controlling instrument. 

(3) Press the TEMPO key, then TIMING ADJUST/ 
BACK key. 

(4) Use the "<" and ">" keys to adjust the relative 
timing. 



MISI R-lOO 



D: 



- nnnnnonn 



d a o 

oofi 
d O 

o a d 
30D 




Start the two instruments play 
together. 


ng 


PLAY 

12-001 = 


SONG 
PTN 


1 2 
3 


Press the TEMPO key, then TIMING 
ADJUST key. 


J = 1 2 JL 

12-001 = 


SONG 
PTN 


1 2 
3 


S 


AD J JL 

12-001 = 


SONG 
PTN 


1 2 
3 


Use the "<" and "> 
the relative timing. 


" keys to adjust 


AD J -6 

12-001 = 


SONG 
PTN 


1 2 
3 
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15. SYSTEM EXCLUSIVE Commands 



15.1 SYSTEM EXCLUSIVE 



The R-100's MIDI implementation includes SYSTEM 
EXCLUSIVE messages which allow you to use one 
R-100 ("A" in the diagram at the right) to control 
another ("B"): (1) change the MULTI programming 
parameters (LEVEL, TUNE, SENS., and PAN.), 
(2) change the MIDI IN key numbers, and (3) send 
or receive the data in memory. These SYSTEM 
EXCLUSIVE functions are accessed from the MIDI 
DATA DUMP command. The MIDI DATA DUMP 
command takes you through three steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


SYSTEM EXCLUSIVE 


ON/OFF 


OFF 


Y 


N 


DATA DUMP channel 


1 ~ 16 


1 


Y 


N 


READY 


Press the ENTER key to proceed; 
the BACK key to cancel. 



MIDI OUT 



©Q©'Q 



r-ioo(a; 



6.WJJPJ-100 






3§JU]JLXLULM !l^ 



,. nnnnnnnn^n 



a 



MIDI 



IN 



.QQQ.Q 



R-IOO(B) 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Switch the SYSTEM EXCLUSIVE 
feature ON or OFF. 


SYSTEM 
EXCLUS 1 VE 


OFF. 


Select the DATA DUMP channel. 


DATA DUMP 


CH : J_ 


Check the specifications. 


DATA DUMP 
READY 


CH : 1 
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15JZ' ^emo^MtiBLTi ftrdgramromg. 






'■~is-'; 



One SYSTEM EXCLUSIVE message allows you to 
use the MULTI programming feature on one "A" 
to change the LEVEL, TUNE, SENS., and PAN. 
parameters on the other "B". 

Procedure: 

(1) Connect the two R-100s in the manner shown 
at the right. 

(2) Press the COMMAND SELECT key (#5) and 
the "<" or ">" key to access the SYSTEM 
EXCLUSIVE feature. 

(3) Press the ENTER key and select the DATA 
DUMP channel. 

(4) Use the GROUP SELECT and MULTI keys to 
select the instrument and parameter. 

(5) Use the COMMAND SELECT keys to change 
the parameter values on the "A" display — and 
simultaneously in "B". 




R-100(A) 



R-IOO(B) 




'9t=D 



S.VA1 r*-100 



A" 



= n n a d o d d d 



n a a 

SOfl 

□ a a 

fl O 



-' Q[jCDDPDD=QP 



Access the MIDI DATA DUMP 
command on both R-100s. 


SYSTEM OFF! 
EXCLUS 1 VE 


Use the "<" or ">" key to access 
the SYSTEM EXCLUSIVE feature. 


SYSTEM ON 
EXCLUS 1 VE 


Set the same DATA DUMP channel 
on both. 


DATA DUMP CH : 2. 


Press the GROUP SELECT key. 


CALL PTN 01 
BAR 01 04/04 



B S TBT T H R C 
1 ■ 1 ■HHMHLICB1 HI ■ 


-* 


B S TBT T H R C 
1 ■! BHHMHLBCB1 II B 


R-100(A) 




R-100(B) 
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15.3 MIDI DATA DUMP 



Another SYSTEM EXCLUSIVE message allows you 
to transfer all data from "A" to "B". 

Procedure: 

(1) Connect the two R-100s in the manner shown 
at the right. 

(2) Press the COMMAND SELECT key (#5) and 
the "<" or ">" key to access the SYSTEM 
EXCLUSIVE feature. 

(3) Press the ENTER key and specify the DATA 
DUMP channel. 

(4) Press the ENTER key. 

(5) Press the START key. 

Note: Remember that copying process replaces the 
memory contents of "B" with those of "A". 

Note: The R-100's MIDI DATA DUMP may be 
able to be used to store data onto computers 
or other devices. 
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MIDI OUT 



_.©@Q.@ < 



R -100(A) 





nOOODDDD£ 



MIDI IN 



R-IOO(B) 



Access the MIDI DATA DUMP 
command on both R-100s. 



SYSTEM 
EXCLUS I VE 



OFF 



Use the "<" or ">" key to access 
the SYSTEM EXCLUSIVE feature. 



SYSTEM 
EXCLUS I VE 



ON 



Set the same DATA DUMP channel 
on both. 



DATA DUMP CHI 2. 



Press the ENTER key. 



DATA DUMP 
READY 



CH 



Press the START key. 



DATA 
BUSY 



DUMP CH 



16. ASSIGN Command 



16.1 Introduction 



s^ipi 1 ^^ 



The ASSIGN command allows you to select the 
output jacks for each instrument and also which 
instrument controls the trigger. It takes you through 
three steps: 



Parameter 


Range 


Default 


<■> 


Keypad? 


Subcommand 


TRIG. OUT/OUTPUT 


OUT- 
PUT 


Y 


N 


( OUTPUT! 
Instrument 


BD1 - CHINA 




Instrument 
pads 


Jacks 


BOTH/STEREO/INDIV 


BOTH 


Y 


N 


(TRIG. OUT] 
Instrument 


BD1 ~ CHINA 




Instrument 
pads 



Note: These settings remain in effect even after the 
power is removed. 

Note: You can hear "both" and "STEREO" set- 
ting sound with headphone. 



kviraiR-ioo 




The ENTER and BACK keys switch 
through the steps in the order 
indicated. 

Use the instrument pads to select 
instruments, the "<" and ">" key 
to select output jacks. 



'!;' ['] o c~o |§? 



mcptrjm 



[pin] HDD 



1 2 3 4 5 6 7 8 



Choose TRIG. OUT or OUTPUT. 



ASS I GN 



OUTPUT 



Select trigger instrument. 



ASSIGN 



OUTPUT 



Select output instrument. 



ASSIGN OUTPUT 
TOMM BOTH 



Select output jack. 



ASS I GN 
S D 1 



OUTPUT 
BOTJH 



•©©©•© gi 



R L(MONO) 8 7 6 5 4 3 2 1 



Stereo output Channel output. 
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This (OUTPUT) subcommand allows you to select 
whether an instrument's output goes to the individ- 
ual channel jacks (INDIV), the stereo output jacks 
(STEREO), or both (BOTH). 



Setting 


Connected 


Individual channel jacks 


Stereo jacks 


BOTH 


Y 


Y 


STEREO 


N 


Y 


INDIV 


Y 


N 



Example: 

The chart below shows one possible setup. The 
diagram at the right shows the effects that these 
settings have on the outputs. 




INDIV 

These go to the individual channel 
outputs only. 

STEREO 

These go to the stereo outputs only. 

BOTH 

These go to both outputs. 




TIMBALE CLAPS SD1 
RIDEI CONGA SD2 


CRASHl 
CRASH2 


TIMBALE 


TOM MID 


R1DE2 TOMLO SD3 








CLAVES SHAKER AGOGO 









BD1 
BD2 
BD3 



CRASH2 TOMMID 
CHINA TAMBOURINE 
HH CLOSE HH OPEN 
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16.3 TRIG. OUT 



The TRIG. OUT subcommand allows you to select 
an instrument to trigger an external sound source. 

Procedure: 

(1) Connect the R-100 and the sound source in the 
manner shown at the right. 

(2) Press COMMAND SELECT key (#7) and the 
"<" or ">" key to access the TRIG. OUT sub- 
command. 

(3) Press the pad to specify the instrument. 

(4) Press the ENTER key to store the setting. 

(5) Press the START key to start playback and 
listen to the rhythm on the external sound 
source. 



TRIG OUT 



•©©©•© 



k,\MJ R-IOO 


.. 




i i ^^^^^^H 


aiFn" n if of d" q d o 


o a a 
n a 

D 


^ai3 


. 00000000 

d: i ; ; ; . 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



ttSU Ft-lOO 






E^ ■~~1M 


b= D D [TFo D 


I D 



6 
GOO 


■DSC 


D -..;:-= = 


* — 


- □nnnnq 

D : ; ; ; \* 


aUU 




- □□□ 



TRIG I IN 



External sound source 



Choose TRIG. OUT or OUTPUT. 



ASS 1 


GN 




OUTPUX 


Switch to TRIG 


. OUT. 






AS S 1 


GN 


T R 


I G 


. oui 


Select instrument. 


A SS 1 


GN 


TRIG 
CONG. 


. OUT 


Press the 


ENTER key. 






CALL 
BAR 


1 


PTN 


Oi. 

4/0 4 
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17. Storing Data 



17.1 SAVE/LOAD Command 



The SAVE/LOAD command allows you to transfer 
the pattern, song, and chain data from the R-100's 
memory to cassette tape or an RC-16 memory 
cartridge (available separately). The command takes 
you through three steps: 



Parameter 


Range 


Default 


<•> 


Keypad? 


Medium 


CARTRIDGE/ 
CASSETTE 


CAR- 
TRIDGE 


Y 


N 


Subcommand 


SAVE/LOAD/VERIFY 


SAVE 


Y 


N 


READY 


Press the ENTER key to proceed; 
the BACK key to cancel. 



SAVE Copy data from R-100 to cartridge or 

cassette. 

VERIFY Compare data in R-100 with that in the 
cartridge or cassette. 

LOAD Copy data from cartridge or cassette to 

R-100. 

Note: Remember that the LOAD operation erases 
the current contents of the R-100's memory. 



m 



RC-16 Cartridge 
available from 
your KAWAI 
dealer 



0.0 



-L 



IL 



Cassette tape 



M«AI R-IOO 


i i ■I^^T^B^^^B 


°h o c ': 


" c n n 


Li * £ 

i: i': 
p C d 


B: annex 


jOOO 


! 



The ENTER and BACK keys switch 
through the steps in the order 
indicated. 



Choose CARTRIDGE 
CASSETTE. 


or 




SAVE/LOAD 
C ARTR 1 DGI 


Choose subcommand. 


S AVE./ LOAD/ VER 
CARTR 1 DGE 


FY 


Check settings. 


SAVE 
CARTR 1 DGE 


READY 
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17J2 Cartridge 



Save to Cartridge 

(1) Shift the PROTECT switch on the cartridge to 
the OFF position and insert the cartridge in the 
slot provided. 

(2) Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

(3) Use the "<" or ">" key to select CARTRIDGE 
and press the ENTER key. 

(4) Use the "<" or ">" key to select SAVE and 
press the ENTER key. 

(5) Press the START key. 

(6) Wait for the message "SAVE END". 

Verify Cartridge Contents 

(1) Shift the PROTECT switch on the cartridge to 
the ON position and insert the cartridge in the 
slot provided. 

(2) Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

(3) Use the "<" or "> " key to select CARTRIDGE 
and press the ENTER key. 

(4) Use the "<" or ">" key to select VERIFY and 
press the ENTER key. 

(5) Press the START key. 

(6) Wait for the message "VERIFY OK". 




Push the PROTECT 
switch all the way to 
the right and firmly 
insert into the R-100. 









''22 







[Save to Cartridge] 

Access the SAVE/LOAD command. 



SAVE/LOAD 
CARTR I DGE 


Use the "<" or ">" key to select 
CARTRIDGE. 


SAVE/LOAD 
CARTR I DGE_ 


Use the "<" or ">" key to select 
SAVE. 


S AVE./ LOAD/ VER I FY 
CARTR I DGE 


Press the ENTER key. 


SAVE 
CARTR I DGE 


READY 


Press the START key. 


SAVE 
CARTR I DGE 


END 



[Verify Cartridge Contents] 
Access the SAVE/LOAD command. 



SAVE/LOAD 
CARTR I DGE. 


Use the "<" or ">" key to select 
CARTRIDGE. 


SAVE/LORD 
CARTR I DGE. 


Use the "<" or ">" key to select 
VERIFY. 


SAVE/LOAD/VER I FY 
CARTR I DGE 


Press the ENTER key. 


VERIFY READY 
CARTR I DGE 


Press the START key. 


VERIFY OK 
CARTR I DGE 
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Load from Cartridge 

(1) Shift the PROTECT switch on the cartridge to 
the ON position and insert the cartridge in the 
slot provided. 

(2) Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

(3) Use the "<" or ">" key to select CARTRIDGE 
and press the ENTER key. 

(4) Use the "<" or ">" key to select LOAD and 
press the ENTER key. 

(5) Press the START key. 

(6) Wait for the message "LOAD END". 



Errors 

If a SAVE, VERIFY, or LOAD operation produces 
the message ERROR, double-check and then repeat 
the procedure. Things to check include the position 
of the cartridge's PROTECT switch and the connec- 
tion between the cartridge and the R-100. 



[Load from Cartridge] 

Access the SAVE/LOAD command. 



SAVE/LOAD 
C ARTR I DGE. 


Use the "<" or ">" key to select 
CARTRIDGE. 


SAVE/LORD 
CARTR I DGE 


Use the "<" 
LOAD. 


or ">" key to select 


S A VE/LO AJD/VER I FY 
CARTRIDGE 


Press the ENTER key. 


LOAD 
CARTR 


READY 
DGE 


Press the START key. 


LOAD 
CARTR 


END 
I DGE 



SAVE 
CARTR I DGE 



ERROR 
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Save to Cassette 

(1) Connect the R-100 and the tape recorder in the 
manner shown at the right. 

Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

Use the "<" or ">" key to select CASSETTE 
and press the ENTER key. 

Use the "<" or ">" key to select SAVE and 
press the ENTER key. 

On the tape recorder, adjust the recording level. 

Start recording on the tape recorder. 

(7) Wait a few seconds and press the R-100 START 
key. 

Wait for the message "SAVE END". 



(2) 

(3) 

(4) 

(5) 
(6) 



(8) 



Verify Cassette Contents 

(1) Connect the R-100 and the tape recorder in the 
manner shown at the right. 

(2) Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

(3) Use the "<" or ">" key to select CASSETTE 
and press the ENTER key. 

(4) Use the "< " or "> " key to select VE R I F Y and 
press the ENTER key. 

(5) Press the R-100 START key and start the tape 
recorder playback. 

(6) Wait for the message "VERIFY OK". 



TAPE 



•©©_©•©. © 



OUT 



MHIR-IOO 



Fiiiiiili |§ fl 

OOOOOOOO =:DD 




TAPE/CLK IN 



•©©©•© 6 



Msaufi-raa 






l=T£-= = 

BiD D [fif 


ODD* 18* 


- nannnnnnsna 

□ : , ; . ; ; ; ; - «— 

i 



°= D D D D o p n n \ 
2 00000000= OP 



o Ut 

- ess 







LINE., IN 



MTR, Tape recorder 



LINE OUT 



MTR, Tape recorder 
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Load from Cassette 

(1) Connect the R-100 and the tape recorder in the 
manner shown at the right. 

(2) Press COMMAND SELECT key (#8) to access 
the SAVE/LOAD command. 

(3) Use the "<" or ">" key to select CASSETTE 
and press the ENTER key. 

(4) Use the "<" or ">" key to select LOAD and 
press the ENTER key. 

(5) Press the R-100 START key and start the tape 
recorder playback. 

(6) Wait for the message "LOAD END". 

Note: Remember that the LOAD operation erases 
the current contents of the R-100's memory. 

Errors: 

If you get an error message during cassette LOAD or 
VERIFY, you may need to readjust your record or 
playback level. 

If you are using data recorder with an invert switch, 
try setting the switch to the opposite position. 



TAPE/CLK IN 



•©_©_©•© 



LINE OUT 



MTR, Tape recorder 



umm-ioa 



©cm ^_^^^^^^ 

°. DQOnflOOO=nn 



MM1F1-1CX3 




, npQnpappson 



£ 
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MIDI Data Format 



1. RECOGNIZED AND TRANSMITTED DATA 
1.1 RECOGNIZED 



1st 
1001nnnn 



2nd 
Okkkkkkk 



3rd 
Ovwww 



Description 
Not* on 



kkkkkkk-O-127 
vvvvvvv-1— 127 



llOOnnnn Oppppppp Program change ppppppp-0-^9 tsongno. 

100*109 : chain no. 

11110010 01111111 Ohhhhhhh Song position pointer 1111111-0-127 least signif ication 

hhhhhhhK)— 127 most signification 

11110011 Osssssss Songsaltct sssssss^)~99 :songno. 

100-109 : chain no. 

11111000 Baal time clock 

11111010 Start 

11111011 Continue 

11111100 Stop 

nnnn-0— 1 S Channel no. 

1.2 TRANSMITTED 

1st 2nd 3rd description 

1001 nnnn Okkkkkkk Ovvvvvvv Note on/off kkkkkkkO~127 

vvvvvvvK) off 
vvvvvvv-1— 127 on 

UOOnnnn Oppppppp Program change pppppppO-99 : song no. 

100—109 : chain no. 

11110011 Osssssss Songselect sssssss-O-109 :songno. 

100—109 : chain no. 

11111000 Real time clock 

11111010 Start 

11111011 Continue 

11111100 Stop 



2.2 PARAMETER CHANGE 



2.2.1 MULTI MODE PARAMETER 



nnnn^)— 1 5 Channel no. 



2. RECEIVE AND TRANSMITTED EXCLUSIVE DATA 
2.1 ALL DATA DUMP 



Status 
Kawai ID 
Channel no. 
Function no. 
Group no. 
Machine ID 


11110000 
01000000 
OOOOnnnn 
00100001 
00000010 
00000001 


FOH 
40H 

OnH 
21H 
02H 
01 H 


System exclusive 

0-15 

All data dump 

Drum machine group 

R-100IDno. 






Data 
Data 
Data 
Data 

Data 


00010000 
OOOOxxxx 
OOOOxxxx 
OOOOxxxx 

OOOOxxxx 


10H 


Pattern data start mark 
1st data low 
high 
2nd data low 

high 




pattern data block 


Data 
Data 
Data 
Data 


00100000 
00010001 
OOOOxxxx 
OOOOxxxx 


20H 
11H 


Pattern data end mark 
Song data start mark 




song data block 


(Data) 
(Data) 


(00110001) 
(Oppppppp) 


31 H 


Song skip mark 'note 1 
Song no. 






Data 
Data 
Data 
Data 


00100001 
00010010 
OOOOxxxx 
OOOOxxxx 


21 H 
12H 


Song data end mark 
Chain data start mark 




chain data block 


(Data) 
(Data) 


(00110010) 

(Occccccc) 


32H 


Chain skip mark "note 2 
Chain no. 






Data 
Data 
Data 
Data 
Data 


OOOOxxxx 
OOOOxxxx 
OOOOxxxx 
OOOOxxxx 
00100010 


22H 


Last data low 
high 
Chain data end mark 






EOX 


11110111 


F7H 


End of exclusive 







Status 
Kawai ID 
Channel no. 
Function no. 
Group no. 
Machine ID 


T1110000 
01000000 
OOOOnnnn 
00010000 
00000010 
00000001 


FOH 
40H 
OnH 
10H 
02H 
01 H 


System exclusive 

0-1S 

Parameter change 
Drum machine group 
R-100 ID no. 






Data 
Data 
Data 


00000000 

Ommddddd 

OOOOvvvv 


OOH 


Sub status {multi 
Parameter no. 
Value 


mode parameter) 




EOX 


11110111 


F7H 


End of exclusive 










mnW)-3 


Mode no. 















1 
2 
3 


Level 
Sens 
Tune 
Pan 












ddddd-0-23 Instrument no. 















1 
2 
3 
4 
5 
6 
7 


BD1 
SD1 

TOM HI 
TOMMIO 
TOM LO 
HH CLOSE 
RIDE1 
CRASH 1 


8 
9 
10 
11 
12 
13 
14 
IS 


B02 
SD2 

COWBELL 
CLAPS 
SHAKER 
HH OPEN 
RIDE 2 
CRASH 2 


16 
17 
18 
19 
20 
21 
22 
23 


B03 

S03 

AGO GO 

CONGA 

TAMBOURINE 

TIMBALE 

CLAVES 

CHINA 




ww-0~1S 


Parameter value 














Mo 


Value 












de °' ' 






,J 








Level 


























Tune low • 












u 


niuii 






Pan left • 











"Parameter value of Pan ranges from "V to "15" 



2J2.2 MIDI IN KEY NO. 



•note 1 : If song data do not exist, the R-100 sends song skip mark (31 H) 

before the song no. 
•note 2: If chain data do not exist, the R-100 sends chain skip mark (32H) 

before the chain no. 



Status 


11110000 


FOH 


System exclusive 


Kawai 10 


01000000 


40H 




Channel no. 


OOOOnnnn 


OnH 


0-1 S 


Function no. 


00010000 


10H 


Parameter change 


Group no. 


00000010 


02H 


Drum machine group 


Machine ID 


00000001 


01 H 


R-100 ID no. 


Data 


00000001 


01 H 


Sub status (MIDI in key information! 


Data 


Okkkkkkk 




Key no. (0-127) 


Data 


OOOddddd 




I nstrument no. See 2.2.1 


EOX 


11110111 


F7H 


End of exclusive 
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3. PATTERN, SONG AND CHAIN DATA FORMAT 



3.1 PATTERN DATA 



1 


Oppppppp 


Pattern no. 


ppppppp 


0-99 




2 


Onnnnnnn 


Bar count 


nnnnnnn 


0—99 total bar number 


3 


Ottttttt 


Beat 


ttttttt 


1-99 


4 


0001 1 1 1 1 


Measure 


TTTTT 


4. 8 or 16 


5 


00000000 








6 


00000001 








7 


xxxxxxxx 


Pattern length low 


xxxxxxxx 


0-255 


8 


xxxxxxxx 


Pettern length high 


xxxxxxxx 


0-255 


9 


tttttttt 


Timing data 


tttttttt 


0-191 


a sound data 


10 


Ovwwvv 


Volume data 


vvvvvvv 


0-127 




11 


OOOddddd 


1 nstrument no. 


ddddd 


0-23 See 2.2 




12 


ttttpppp 


Tune & Pan data 


tttt 
pppp 


0-15 See 2.2 
0-1 S See 2.2 . 





1 1 0OOOxx Timing count mark 



1 1 0OOOxx Bar and mark 



11000100 Pattern and mark 

Sound data inctuda four data bytes, timing data, volume data, instrument no., and 
tune & pen data, and are arrayed in timing order. 

Pattern length 
Pattern length counted by a unit of one sixteenth note. 

Timing data 
A value counted by a unit of one 192nd note from every head of the bar. 
In case the value exceeds 191 "timing data overflow count (CI H)" will be pieced for easier 
counting. 

Volume data 
A data processed in the R-100 system end not always correspond to the MIDI velocity data. 

Bar end mark (C2H) 
This mark (C2H) is placed at the end of the bar. If "timing data overflow count" appears 
at the end of the bar, "C3H" will be placed instead of "C1 H" and "C2H". 

Pattern end mark (C4H) 
This mark (C4H) is placed at the end of the pattern data. 

If sound data do not exist in e pattern, the pettern date include following ten bytes. 

0-99 




1 


Oppppppp 


Pane 


m no. 


2 


00000000 


00H 


Bar count 


3 


00000100 


04H 


Beet 


4 


00000100 


04H 


Measure 


5 


00000000 


00H 




6 


00000001 


01H 




7 


00010000 


10H 


Pattern length low 


8 


00000000 


00H 


Pattern length high 


9 


11000011 


C3H 


Bar end mark 


10 


11000100 


C4H 


Pattern end mark 



Each date is divided into high and low nibbles when transmitted. 



84 



3.2 SONG DATA 

1 Osssssss Song no. 

2 oppppppp Total part count low 

3 OOOOOOpp high 

4 ffffffff First pattern no. 

5 aaaaaaaa " 



sssssss 0-99 

pppppppppp 0-999 



20 aaaaaaaa 

21 xxxxxxxx 



Song title by ASCII code 



xxxxxxxx 



22 00100111 

23 rrrrj j j j Repeat & Jump data count 



ssssssss Start part low 

OOOOOOss high 

eeeeeeee End part low 

OOOOOOee high 

OOOOcccc Repeat count 



ssssssss Start part low 
OOOOOOss high 

eeeeeeee Destination part low 
OOOOOOee high 

OOOOcccc Jump count 



Oppppppp Pattern no. 

zvvvvvvv Level change value 

zttttttt Tempo change value 

OOOOOOOx Over dub fl ag 



39 FFH : over dub data exist. 

: not exist. 



0-10 repeat count 
0—10 jumpcount 









one repeat dati 


SSSSS3SSSS 




0-999 




eeeeeeeeee 




0-999 




cccc 




1-10 








-| 


one jump data 


SSSSSSSSSS 




0-999 
0-999 




cccc 




1-10 J 




ppppppp 




0-99 "I 


one part data 


z-1:- z-0 


+ 






VVVVVVV 




0-127 




z-1:- r-0 


+ 






ttttttt 




0-127 




x:1 over dub data exist. 




x:0 




not exist..! 





1 lOIOOOx Song end mark 



OOOddddd Instrument no. 



tttttttt 
OOOxxxxx 
Oxxxxxxx 
xxxxxxxx 
xxxxxxxx 

11111111 
11111111 

Ovvvvvvv 

ttttpppp 

11010x10 



Timing data 

Timing data overflow count 
Bar count 
Part count low 
high 



Volume data 
Tune & pan data 
Over dub end mark 



x:1 followed by over dub data 
x:0 data end 



Over dub instrument 

See 3.1 



x:1 followed by next over dub data 
x:0 data end 



one over dub data 



Over dub data (one instrument only) 
An absolute trigger timing of the instrument in SONG is expressed by "timing data", "timing data 
overflow count", "bar count" and "part count". 
("Part cc*/nt" is a total part number including repeat or jump.) 

Each data is divided into high and low nibbles when transmitted. 



3.3 CHAIN DATA 



1 Ossssiss Chain no. 

2 pppppppp Total step count low 

3 OOOOOOpp high 

4 ffffffff First song no. 

5 aaaaaaaa " 



sssssss 0-99 
pppppppppp 0-999 



20 aaaaaaaa. 

21 xxxxxxxx 



22 tttttttt 

23 rrrrjjjj 



Chain title by ASCI I code 



Repeat & Jump data count 



ssssssss Start step low 
OOOOOOss high 

eeeeeeee End step low 
OOOOOOee high 

OOOOcccc Repeat count 



ssssssss Start step low 
OOOOOOss high 

eeeeeeee Destination step low 
OOOOOOee high 

OOOOcccc Jump count 



Oppppppp Song no. 

zvvwvvv Level change value 

zttttttt Tempo change value 

OOOOOOOx Over dub flag 



xxxxxxxx 


FFH: 


over dub data exist. 


tttttttt 

rrrr 


0: 

39: 

40-250: 

0-10 


not exist 
nitial tempo off 
nitial tempo value 


nil 


0-10 




ssssssssss 


0-999 


one repeat data 


Se eeeeeeee 


0-999 




CCCC 


1-10 




SSSISSSSSS 


0-999 


one jump data 


mmw 


0-999 




CCCC 


1-10 




sssssss 


0-99 


one step data 



z-1:- z^:+ 
vwww 0—127 

z-1:- z-0:+ 
ttttttt 0-127 

x:1 over dub data exist. 
**> not exist. 



1 101000x Chain end mark 



OOOddddd Instrument no. 

tttttttt Timing data 

OOOxxxxx Timing data overflow cou n 

Oxxxxxxx Bar count 

xxxxxxxx Part count low 

xxxxxxxx high 

xxxxxxxx Step count low 

xxxxxxxx high 

Ovwvwv Volume data 

1 1 1 1 pppp Tune & pan data 

1 1 01 Ox 1 Over dub end mark 



x:1 followed by over dub data 
x:0 data end 



Over dub instrument 



one over dub data 



x:1 followed by next over dub data 
x:0 data end 



Over dub data (one instrument only) 
An absolute trigger timing of the instrument in SONG is expressed by "timing data", "timing data 
overflow count", "bar count", "part count" and "step count". 
("Part count/step count" is a total part/step number including repeat or jump respectively.) 

Each data is divided into high and low nibbles when transmitted. 
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19. Specifications 



R-100 DIGITAL DRUM MACHINE 



• Storage capacity (max.) 

Patterns 100 

Songs 100 

Chains 10 

• Sound sources: 24 

BD1/2/3,SD 1/2/3 

TOM HI/MID/LO, HH CLOSE/OPEN 

RIDE 1/2, CRASH 1/2, CHINA, 

COWBELL, CLAPS, SHAKER, AGOGO, 

CONGA, TAMBOURINE, TIMBALE, 

CLAVES 

• Control and Indicators 

Stereo volume 

Metronome volume 

GROUP SELECT key and LED indicators 

MULTI key and LED indicators 

INST. SELECT key and LED indicators 

ERASE/NOTE SELECT key 

NOTE SELECT LED indicators 

Instrument pads (1) ~ (8) 

Keypad (0~ 9) 

INCREMENT key (>) 

DECREMENT key (<) 

ENTER/TAP/REPEAT key 

BACK/TIMING ADJUST/FLAM key 

TEMPO key and LED indicator 

START key 

STOP/CONT. START key 

Job LED indicators 

• Memory cartridge slot (for RC-16) 



Rear Panel 






Phones 






Stereo outputs (L/MONO & R) 




Individual channel 


outputs 


1 ~8 


MIDI 




IN/OUT/THRU 


SYNC 




IN/OUT 


TAPE/CLOCK 




IN 


TAPE 




OUT 


CLOCK 




OUT 


Foot switch jacks 




HH CLOSE/OPEN 
START/STOP 


TRIG. OUT 






METRONOME 







• Power consumption 

• Overall dimensions 

• Weight 

• Accessories 



• Options 



10W 

436 (W) x 251(D) x 74(H) mm 
[17 1/8" (W) x 9 7 /8" (D) x 2 16/16" (H)] 

4.0 kg (9 lbs.) 

Owner's Manual 
Warranty certificate 
Data cassette 

F-1 Foot switch 

RC-16 Memory cartridge 
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KAWAI 



Printed in Japan 



